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FRAZZLED, FROZEN 

AND FLATTENED BY LOGS. 







COCO NEVER 

SUFFERED LIKE THIS. 





Roll up, Roll up. Kid Klown's come to town. A five level 
platform adventure with an isometric view, cartoon 
graphics, and a wicked sense of humour. Split your 
sides as bombs explode in a crazy chase that'll give 
you thumbs that are as red as your nose. For more 
information call the Nintendo Hotline, 01703 652222. 
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BATMAN FOREVER 

BATTY BATTY BATTY! 

The game of the movie of the TV series of the 
comic book. The Botster is back with a bang 
and a bad attitude. A beat 'em up bonanza 
for one or two players, and a golden 
opportunity to give Jim Carrey the slap¬ 
ping he truly deserves. All on page 28. 


rj 


fxclusi^ 

INTERNATIONAL 
SUPERSTAR SOCCER 
DELUXE 

THE BEAUTIFUL GAME JUST GOT A FACELIFT 


Most sequels just aren't worth the bother, 
being little more than rehashes of aged 
material. Not so with ISS Deluxe - a 
^ game that rewrites all the rules in that 
department and a few others besides. 
It's the one that everyone's been wait¬ 
ing for and we've got it EXCLUSIVELY 
for you on page 36. 


fxclusi^ 

KILLER INSTINCT 

A PLAYERS GUIDE TO DIE FOR! 

In this, part one of our incredible players 
guide for this remarkable game, we show 
you EXCLUSIVELY how to perform those 
cheek-reddening Humiliations as well as 
expose those nefarious No Mercies. An Ultra 
Combo in itself! The full lethal lowdown is on 
page 48. 


(Sms) 
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Exclusive 


FIFA WCCER m 


PRIMAL RAGE COMP 


MARIO RPG 
YOSHI'S ISLAND 
32 BIT Vs. 64 BIT 
PRIMAL RAGE COMP 
NU64 AND GAMETEK 
FIGHTING TALK! 


Have you in fact bought the game yet? You 
should, it's rather top. Make sure you do so 
from Dixons and you stand a chance of win¬ 
ning your own monstrous coin-op. See the 
news section for further details. 


MORTAL KOMBAT3 


HAVE YOU WON THE COIN OP? 


IS THE NEW FIFA RULING? 


The one soccer game that really defined the 
way all Soccer games should be played on 
practically every other format has finally 
received the Super NES treatment it deserves. 
More speed, more moves, more control, 
more teams and Bobby Moore. Well, John 
Motson actually. All is revealed in our exten¬ 
sive EXCLUSIVE on page 60. 


A 


THE BEST KOMBAT YET? 


It's already a pretty crowded beat 'em up 
market out there, but it's going to be even 
more packed by the time this hot item starts 
burning up the shelves. Still, we think it has 
enough of the good stuff to distinguish it 
from the rest. Find out why on page 78. 
\ Excellent! 
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Nintendo' 


ETIMMtK 


4 VPDATE 


MORE IDLE GOSSIP, CHIT-CHAT 
AND DOWNRIGHT HEARSAY... 


SPECS-TACULAR 


With every month comes a new development for Nintendo's much- 
vaunted wonder-console. Usually it's the announcement of some 
new Dream Team member or another scare-mongering rumour of 
the machine's suposed no-show. This month there are a couple of 
titbits worthy of note. Firstly, most Dream Team members are now 
in possession of actual development kits, swiftly scothching those 
heinous stories that the NU64 didn't exist in any form whatsoever. 

BULKY WHAT? 

Secondly, it now seems definite that the NU64 will support some 
sort of mass-storage system. Currently going under the working 
title of the "Bulky Drive". The latest goss has this oddly named item 
down as a floppy-disc based machine, as opposed to some sort of 
CD as previously suggested. The machine is proposing to sit 
beneath the NU64 and have a speed some eight times faster than 
a standard CD ROM drive. It is also reported that the drive will 
include between two and four MB of internal RAM to complement 
the NU64's own memory. What's also worth bearing in mind is that 
you can write directly onto floppy discs. Go figure, as annoying 
American pundits say! 


FIRST GAME RUMOURS 


The Shoshinkai show in November is certainly going to be a 
show to remember if the reports reaching our ears are to be 
believed. Nintendo are definitely going to show the completely 
finished machine, alongside a total of TEN playable games! 

As if the machine needed any greater a build-up, the final 
specifications are currently being circulated. Although our 
sources at Nintendo claim that these specs haven't been 
leaked by them, they would not deny that they were 
extremely accurate. Here goes then... 


CART SIZE: 

64, 128, 256 or 512 meg 
30:1 real-time compression 

CPU 

64-bit RISC microprocessor 
running at over lOOMHz 
lOO+MFLOPS (Millions Of 
Floating Point Operations Per 
Second) 

100+MIPS (Millions of 
Instructions Per Second) 

500 Mb per second Bus 
Bandwidth 


GRAPHICS 
Custom 64-bit 
graphics, 64-bit DSP 
chip running at 
100+MHz (both on 
the same chip) 
lOO+MFLOPS 
100+MIPS 
16, 24 and 32-bit colour tex¬ 
tures and coordinates 
600, 000+ Reality Engine 
texture-mapped polygons per 
second - 60 frames per sec¬ 
ond! 



I More completely unconfirmed gossip that we thought you might 
like to read about/spread among your friends. At launch the 
NU64 will, allegedly, be supported by the massive and, no 
doubt, incredible Final Fantasy 7 RPG from Squaresoft. The sec¬ 
ond title will be, gasp, a Mario Bros game. It seems Nintendo 
may be playing it rather safe at launch and not abandoning the 
characters preferred by younger gamers after all. Good thing 
too, we say. 



SOFTWARE MEMORY 
2 Mb main memory running 
at 500MHz 
128-bit Bus 

Cache-Coherent memory 
system 

AUDIO 

64-bit DSP running at 

44.1MHz 

64+channels 

Unlimited voices per audio 
track and channel 


CUSTOM FEATURES 
Real-time Anti-Aliasing 
Real-time tri-linear mip- 
mapped interpolation 
Real-time ray tracing 
Real-time load management 
Omni-directional light source 
shading 

Fog depth cueing 
Perspective-corrected texture 
mapping 

Gouraud shading 
Phong shading 
Depth buffering 
Destination-based rendering 
Alpha effects channel 
Depth, colour and texture 
clipping 


A fuller explanation of just what all this techno-babble means 
and why the NU64 is truly going to kick-ass can be found in our 
special feature on page 34. Gametek are displaying the fruits of 
their SGI labourings too, on page 92. 
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(LEFT) The 
Internet is rife 
with rumours - 
and pictures to 
support them. Is 
this for real? 


NINTENDO 
NEWS NETWORK 


hubbard 


CONTOLLERVERSY! 


Nintendo have always kept a hermetically-sealed lid on anything to do with the 
NU64, as we're sure you've all realised by now. Yet, from somewhere this little picture 
has surfaced, purporting to be a very accurate representation of the NU64 Controller. 

As you can see it's a very peculiar affair, looking somewhat like a Virtual 

Boy controller with an extra handle stuck in the middle. It all gets 
—- a bit wierder from there on in too. Apparently the unit sup- 
/ ports two different controller types and eight buttons to boot. 
/ The controller on the left is of the standard Super NES D-Pad 
/ variety while in the middle, above the central stick, lies a fur- 
/ ther analogue controller for more precise degrees of opera- 
/ tion. Certainly makes you think about the amazing potential of 
/ the games, doesn't it? ^ 


V FOR VILE ALIEN SCUM 


While we're on the subject of things "not of this 
world", here's another video guaranteed to thrill 
and chill in equal proportions - 'V.' Older farts 
among you may remember this tale of Alien inva¬ 
sion when it first graced our TV screens way back 
in the early eighties, and very good it was too - 

f nnrticularly the bit when... 

, I won't give it away, 
and find out yourself. 

; part of the larger 
(yond Vision series of 
i-fi movies from 
Earner, that includes 
ther classics like 
ioylent Green, The 
Dmega Man and 
Babylon 5, among 
many others. Check 
your local purveyor of 
visual goods In the 
next 12 par-secs. 


idering the is there 

;:--&he:pettes,s^ 

stuff guaranteed to scare the I v 

•.rJcost £10.99 and are out 


PRIMAL PRODUCT PLACEMENT 


Those of you who have visited the cinema lately, or have been 
watching the TV avidly may have witnessed a strange and very 
rare phenomenom occuring - an ad for a video game! The ad in 
question is for Time Warner's Primal Rage and features the tal¬ 
ents of good ol' Simon "Batesy" Bates. Most game companies 
find these items too expensive to produce and, given the state of 
the games industry at present, too risky. It must either be an 
indication of an all-round revival in the games industry or a case 
of hopeless optimism. Whatever the case, it's good to see a 
games company with a bit of confidence these days. 


/ PINRALL 
' WIZARDRY 


Game Boy-owning Pinball fans, hold 
onto your pants. GameTek are about 
to unleash a new cart on a wholly deserving public 
that features eight, count 'em all missus, separate 
Pintables - Pinball Deluxe. Sounds great, eh? Well, 
great It is providing you have not previously purchased 
either Pinball Dreams or Pinball Fantasies. You see 
Pinball Deluxe is actually a compilation featuring the 
entire cast of tables from both those games. Still It's 
good news if you have neither of those fine carts. Worth 
a butchers. I'd say. 


serial 






















NINTENDO 
NEWS NETWORK 


FU FOR THOUGHT 


signs and 


PORTENTS 


TKO 


Great beat 'em ups on the Game Boy are few and far between. In fact there 
are only a couple we can think of. But here's a likely contender from THQ - 
Shaq Fu. Those of you with long memories may remember this game sur¬ 
facing, albeit briefly, on the Super NES 
some time ago. Alas the game just didn't 
have what it took to impress in an over¬ 
crowded 16-bit beat 'em up market, 
despite featuring some great animation. 
Animation, I might add, that seems to 
have survived translation across for¬ 
mats rather well. As for the actual 
gameplay, well, you'll have to wait for 
the review to find out more... 




^enerat/oriQ rtf when tl? ^*^9 ' or af lea^t iu 


How to sell somebody something they 
probably don't need, lesson 1: Change 

the colour - preferably to see-through. ffJW I’lTSfc 

It's a cynical attitude, we know, but it's ilj V i ^ 

the principle behind the "What Colour's B 
Yours?" Game Boys and now the <' • ^ 

Phantom 2 joypad for the Super NES. 

We shouldn't be so cynical, though. ■ " , , ; 

After all, Andy fell for it and is now the . / ; ;i:V ^ 

proud owner of a tasty clear Game 
Boy plus he's currently eyeing up the 

Phantom joypad. What a fine beast it is - clear, chunky, featuring a host 
of turbo/slowdown features and a very responsive D-Pad. With games 
like Killer Instinct, MK3 and Doom bound to see you going through 
joypads like a baby through nappies, this sturdy fella could be the 
\ ideal replacement. Available at all good retailers now, priced £14.99. 


RAPTOR RAMPAGE 


GOLDEN MINUTES 

The Super NES soccer market is just about to get even more crowded, 
thanks to Ocean. 90 Minutes is the name of their late entrant and if it 
looks a little familiar to you, that's because it's the European version 
of Namco's Prime Goal 3. It features a host of top European squads, 
multi-player compatibility, moves by the million and more ways to cus¬ 
tomise play than you could squeeze a half-time orange at. Could be a 
serious challenge to the mighty FIFA and ISS Deluxe. We'll find out 
more next month, until then feast your eyes on these tasty blah blah... 


Good, no, GREAT news for all NBA fans this month comes in the form 
of EA's forthcoming basketballing goodie - NBA Live 96. Why is this 
great news? Because the game - which was rather smart in the first 
place, has been upgraded, updated and generally upped in all manner 
of ways. For a start there's new animations both on and off court - the 
crowd, for instance, throw the ball back to your team when it goes out 
of bounds. There are more play options and bigger, better strategies to 
call upon - even during play. But what's best of all is the Inclusion of all 
the teams and all the players from the NBA, including the two brand 
new teams form Canada - the Toronto Raptors and the Vancouver 
Grizzlies. All told, it looks rather good. Full review next month. 
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CHAOS ENGINE 

14.99 


f.: £35 


SUPER INT’L CRICKET PGA TOUR GOLF 

33.99 19.99 




MORTAL KOMBAT 2 SUPER BOMBERMAN BATMAN RETURNS ILLUSION OF TIME 

29.99 17.99 19.99 36.99 

SUPER NES GAMES 



FIFAS 

34.99 


• = NEW GAME 

AKIRA .39.99 

ANIMANIACS .22.99 

ARCHER MACLEAN’S DROPZONE ...24.99 

BATMAN FOREVER • .47.99 

BATMAN RETURNS .19.99 

BATTLETOADS AND DOUBLE DRAGON 29.99 


BIKER MICE FROM MARS .26.99 

BRUTAL .39.99 

BUBSY 2 .29 99 

CANNON FODDER .27.99 

CARRIER ACES .39.99 

CHAOS ENGINE .14.99 

CLAYFIGHTER 2 - JUDGEMENT CLAY 44.99 

CYBERNATOR . 19 99 

DONKEY KONG COUNTRY .49.99 

DOOM* .49.99 

EARTHWORM JIM . 44 99 

FEVER PITCH .38.99 

FIFA INTERNATIONAL SOCCER '96 • 40.99 

FIFA SOCCER . 34 99 

FLINTSTONES (THE MOVIE) .35.99 

HEBEREKE’S POPOON .36.99 

HURRICANES. 19 99 

ILLUSION OF TIME .36.99 

INT’L SUPERSTAR SOCCER .39.99 

JOHN MADDEN ‘93 . 9 99 

JUDGE DREDD .46.99 

JUNGLE BOOK .37.99 

JUNGLE STRIKE . 36 99 

JURASSIC PARK 2 .42.99 


KID KLOWN’S CRAZY CHASE .35.99 

KILLER INSTINCT • .49.99 

LEGEND.29.99 

LEGEND OF THE MYSTICAL NINJA ...19.99 

LEMMINGS 2 .29.99 

LETHAL ENFORCERS (WITH GUN) ...49.99 

LION KING .44.99 

LORD OF THE RINGS .37.99 

LOST VIKINGS .19.99 

MADDEN NFL ’95 29.99 

MANCHESTER UNITED 

CHAMPIONSHIP SOCCER .36.99 

MARIO ALL STARS .24.99 

MAXIMUM CARNAGE .44.99 

MEGA MANX .33.99 

MICKEYMANIA .29.99 

MORTAL KOMBAT .19.99 

MORTAL KOMBAT 2 ..29 99 

MORTAL KOMBAT 3 • . .47.99 

NBA LIVE ’96 • 40.99 

NHL ICE HOCKEY ‘96 • 40.99 

NHL PA ‘93 ICE HOCKEY . .19.99 

PACMAN 2 .34.99 

PGA TOUR GOLF .19.99 

PGA TOUR GOLF ‘96*. .40.99 

PINBALL FANTASIES .32.99 

POWERDRIVE ..37 99 

PRIMAL RAGE* . .44.99 

RISE OF THE ROBOTS .39.99 

SECRET OF MANA .33.99 

SPARKSTER .24.99 

STAR TREK - STARFLEET ACADEMY 37.99 

STREET RACER .32.99 

STREETFIGHTER TURBO .25.99 

STUNT RACE FX.39.99 

SUNSET RIDERS .19.99 


SUPER BOMBERMAN (4 PLAYER GAME) 17. 

SUPER BOMBERMAN 2 .25. 

SUPER INTERNATIONAL CRICKET ...33. 

SUPER MARIO KART .33. 

SUPER METROID .41. 

SUPER MORPH .19. 

SUPER PUNCH OUT .39. 

SUPER RETURN OF THE JEDI 

SUPER TURRICAN 2 .39. 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS .26.99 

TERMINATOR 2 - THE ARCADE GAME 19.99 
THE ADVENTURES OF BATMAN 

AND ROBIN .48.49 

THE DEATH AND RETURN 

OF SUPERMAN .39.99 

THE SMURFS .33.99 

THEME PARK .36.99 

TINY TOON ADVENTURES 

- BUSTER BUSTS LOOSE .19.99 

- WILD ‘N’ WACKY SPORTS .39.49 

TRUE LIES .43.99 

UNIRALLY .39.99 

VORTEX. 29.99 

WARIO’S WOODS .26.99 

WARLOCK . 44.99 

WATERWORLD*. 39.99 

WEAPON LORD* .43.99 

WORLD LEAGUE BASKETBALL .9.99 

WORLD MASTERS GOLF * . ...39.99 

WORMS * .36.99 

XKALIBRE .29.99 

YOGI BEAR - CARTOON CAPERS .. .29.99 

ZELDA 3 - LINK TO THE PAST .26. 

ZOMBIES 


UNIQUE NOKIA 14” 

NICAM digital stereo 

COLOUR TELEVISION 



• GERMAN MADE 

• REMOTE 
CONTROL 

• SQUARE 
TINTED TUBE 

• HEADPHONE 
SOCKET 

• SCART INPUT 


NOKIA 14” + NICAM + TELETEXT 214.99 
INCLUDES NICAM DIGITAL STEREO, 
ADJUSTABLE SOUND DEFLECTORS 

NOKIA 14” SCART TV . 159.99 

SCART LEAD AVAILABLE SEPARATELY 


SEGA SATURN 




SUPER NES DEALS 

SUPER NES WITH STARWING .79.99 

SUPER NES WITH S/FIGHTER TURBO 79.99 F 

li' 

SUPER NES MARIO ALL STARS PACK 79.99 

SUPER MARIO 1,2 AND 3 PLUS LOST LEVELS 

GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH FIFA SOCCER AND 

MARIO ALL ALL STARS .94.99 

SUPER NES WITH D/KONG COUNTRY 111.99 

(ALL OF THE ABOVE COME WITH ONE CONTROLLER) 

NINTENDO SUPER GAMEBOY ADAPTOR 44.99 


...349.99 
WITH YIRTUA 
FIGHTiR, ONE 
CONTROLLER & 
FREE FAST 
DELIVERY 


CLOCKWORK KNIGHT . 31 99 

DAYTONA USA . 41 99 

INTERNATIONAL VICTORY GOAL ...34.99 

MORTAL KOMBAT 2 * . 39 99 

PANZER DRAGOON . 41.99 

THEME PARK * 36.99 

SEGA RF UNIT TO CONNECT TO 
TV WITHOUT SCART . 24.99 

SONY PLAYSTATION 289.^ 



DESTRUCTION DERBY . 39.9? 

MORTAL KOMBAT 3 . 419? 

NOVASTORM . 37.9? 

RIDGE RACER . 39.99 

TEKKEN . 41.99 

TOSHINDEN . 37 99 

WIPEOUT . 39 99 


HEAVY discounts ' 

HUGE range 

10am to 8pm Daily 

01279 600204 

Fax 01279 72iM2 
(we'll fax back to confirm) 

Regular Competitions 

Great Prises to be Won 
V See the Club Magazine J V,^ 


Sales: 01279 600204 



ip je new member discount 

OFF A £90f- PURCHASE 
OR £2.00 OFF A £19+ PURCHASE 

JUST DEDUCT £5 OFF THE PRICE OF ANY ONE ITEM OVER £90 OR £2 OFF ANY ONE ITEM OVER £19 
ORDERED AS YOU JOIN FOR ONE YEAR. USE BY POST. AT OUR SHOPS OR BY PHONE. DISCOUNT 
ONLY APPLIES IF THE ITEM IS ORDERED AT THE SAME TIME AS JOINING. ENDS JAN 96 


[" WE onLy supply’members but yolT canorder as yoiTjoin 1 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAR (12 ISSUES) £8.00 £10.00 £12.00 

Each issue includes £15 of new XS Savers. Members are under no obligation. 

All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 
Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

(BLOCK CAPITALS please) 

Name & Address 

-- (0 

FREE FAST DELIVERY ^ 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7. 


m 



Please use this box to add any optional fast delivery charge 

1 St Class Post 50p per posted item or £3 hardware 

ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Access/Mastercard/SwitchA/isa 


FIGHTER STICK SN 

SLOW MOTION AND AUTOFIRE .24.99 

TECNOPLUS CONTROL PAD.10.99 

NINTENDO CONTROL PAD .16.99 

SAITEK MEGAPAD 6 
MICROSWITCHED CONTROL, 

AUTOFIRE AND SLOW MOTION .12.99 

DUST COVER .3.99 


PHASE 9 MULTIPLAYER ADAPTOR 

FOR SUPER BOMBERMAN AND 
OTHER 4 PLAYER GAMES.14.99 

2ND LIGHT GUN PLUGS INTO 1ST GUN 
FOR 2 PLAYER ACTION IN LETHAL 

ENFORCERS .17.99 

SUPER NES LEADS 

HI-FI LEAD SNES TO TWO PHONO 12.99 
SCART LEAD SNES TO TV .9.99 


CREDIT CARD 
EXPIRY DATE _ 


SIGNATURE 


SWITCH 
(ISSUE NO 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PHy 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices may change without prior notification. Time of going to press 18.08.95 E .& O.E. 

full retail price. Inter-Mediates Ltd, The Meltings, Sawbridgeworth, Herts. 











AMIGA. NB, mB, MrGADRIVE I & II AND 
ATARI ST COMPATIBLE 
FULLY RIIURBtSHED, TESTED AND BOXED 
^CART ROB AND COMPOSITE PHONO INPUTS 
SPEAKER I 
AWAY STAND 


P 


mm- 


■ .FOR AMIGA, ATARI ST, FALCON & IBM 

^ -fully REFURBISHED, TESTED AND BOXED 
f \ ^ W . EPSON & IBM COMPATIBLE 
^ J COLUMN 9 PIN DOT M/^RIX 12I3CPS SPEEI^ . 

^ ^ -NEAR LETTER QUALITY PRINTING , 

\C ■ ■ TTvACTOR & r'RICTiQN PAPER FEE^ 

’ .-PARALLEL CENTRONICS INTERFAC. i 

Postage & Packing ; Single item £ 15, both items £ 19.50 CHEQUES OR POSTAL ORDERS ONLY - MADE OUT TO “MICRO-T" 

TEItEPHONE j 0 i 938 5S6S75 / 5S6623 FAX • 0 I 938 55550 I 

MICROTRADE THE REDWOOD BUILDING LEIGHTON RD BUTTINGTON WELSHPOOL POWYS SY2I SHE 


MODEL: Philips NMS1436 
































































































































































































































SPECIAl FUTURE 


It seems Nintendo are wielding a two-edged magic wand 
- the return stroke of which just struck out with Super 
Mario, the Role-Playing Game! IVe Ve scarcely recovered 
from sighting Yoshi’s Isiand on the horizon. Little did we 
reaiise that the NMS Pleasure Cruiser was back on 
course for the Mushroom Kingdom ali along! However, as 
you can see, things have definitely changed... 


between Nintendo and RPg" ° i°'nt effort 

me beginn/ng of 7 99 a u : 9 together on this proiect ci'n^ 

'-ne set for ,J OcfZVr, wftbTJeor 

There's only one drowbort m- * . 

ore suited to the Western whether RPG's 

even Mario's pulling poweTSoe JnT ‘^°dly, it seems 

vveight. Oh yeahi Well ij " * “'’'V "luch 
k chance to prove 'em wronni tu- '°''® ^be 

RPG. Not much is known nh Super Mario 




AKOTNCR PXMEK5XOK 


Is it a platform game; an RPG; or is it both? Well Square say 
that it is an RPG, though not typical of what they have produced 
before. Perhaps the best way to imagine the scenario is Super 
Mario action, with the plot unfolding RPG style. Could be we are 
to expect the manual dexterity of a Mario Bros game, woven into 
a more complicated picture as devised by Square's task masters. 
Ultimately the result is expected to make the most of both sides' 
contributions. Nintendo do not need another platform 
game, and the last thing Square 
want is a typical 
RPG. So that's that 
issue dealt with - for 
the time being. 


(RIGHT) Look! It's the 
Forrest of Illusion, like 
you've never seen if before! 


RClfDCR.ED V5CFI/L 


No prizes for spotting the game is rendered using similar tech¬ 
niques to Rare's ACM. However when we questioned Rare about 
Super Mario RPG, they were just as surprised as us. Suffice to say 
they have had no involvement. Our guess is Nintendo gave 
Square the task, going off the quality Final Fantasy images fea¬ 
turing in the Japanese press. At all times the game is viewed 
from an isometric, pseudo 3-D perspective. Consequently Mario 
is able to move around in eight directions, jumping to collect 
items and stomping his enemies as usual. The illusion is that the 
player is controlling a 3-D model of Mario - being able to view 
him from all sides. Another twist introduced by the RPG element 
ensures the Mario need never worry about his safety - 
at least in the long term. The idea of an RPG is to 
solve the mystery - whereas in a platform game play¬ 
ers are concerned about 'dying' all the time. So 
now when Mario falls a huge distance, he does 
not lose a life; instead he is resigned to solv¬ 
ing that particular problem once more. One 
point Square are careful to stress, though, is 
that they don't want Mario's abilities to 
make progression too easy. Otherwise the 
adventure is to follow a fairly direct route, 
enriched by the kind of sub-plots that may 
affect the final outcome. Bear in mind 
Chrono Trigger has many different endings! 


to 














Imagine the thrill of negotiating not just above 
and below, but into and around. Bullet Bills 
have always enjoyed trapping Mario in a 
cross-fire. Now they attack from left and right 
too. Perhaps this added dimension affects 
secret exits, of the kind found in Mario Bros 3, 
4, and 5? There are many exciting possibilities! 


(ABOVE) Would you believe this is 
Bowser's castle! Kamek the sourcerer 
is up to his usual tricks, we notice! 


(BELOW) We 
can't wait to see 
what this lot are 
icapable of! 


Adding a third dimension to the MushrPom Kingdom has affect¬ 
ed locations and characters alike. We at NMS were astonished 
at the scale of the vines in Yoshi's Island, but look at the size of 
them now! Likewise the Koopa Troopas in Yoshi's Island are 
wonderful, but they're twice as magnificent when rendered in 
3-D. New characters keep Yoshi's Island fresh and exciting, but 
the Mushroom Kingdom also benefits from a new generation of 
enemy creatures. Giant, Three-eyed Tarantulas with Wasp 
markings. Vampire Pigs - a sort of Vampire Bat/ Hog half- 
breed. What looks like a Malteser, with yellow quiff, toting a 
fork. It's incredible what a simple change of perspective, com¬ 
bined with state-of-the-art graphic techniques has achieved! 

And this is only the half of it! M 


HiHT MOKTH ^ ^ 

Nintendo are doing an incredible job of keeping fans chomping at 
the 16-bit for the next six months. We're half expecting to bring you 
news of a new Zelda adventure, or even Metroid related project - an 
extension of the Galactic Pinball shoot 'em up section perhaps? As 
always, whatever happens, we promise to keep you well informed! 


UAPd AI^D BOUKD5? 


MORE IVHOLCMME CHARACTERS 


GAME DATA 


• GAME: SUPER MARK) RPG 

• BY: NINTENDO/ SQUARE 

• RELEASE: TBA 

• GAME TYPE RPG 

• PLAYERS: 1 

• CART SIZE: 32 MEG 




























The new soccer season has kicked off and, to be frank, Tm gutted Brian - 
United are doing crap! Fergie's playing too young a side and is missing the 
experience of Incey, Hughesy and Kanschelskis-y. Sigh. But enough of my 
sad ramblings and welcome to a very sporting issue of NMS. We have man¬ 
aged to secure the two hottest footy EXCLUSIVES this year. Tm referring of 
course to the marvellous FIFA Soccer '96 and the brilliant International 
Superstar Soccer Deluxe. Elsewhere we have two steaming Yank Footy EXCLU¬ 
SIVES in Madden '96 and Quarterback Club '96. Then there's FX-driven motocross 
action in Dirt Trax FX and some incredible news about a brand new Mario 
RPGI It's unbelievable and it's all in this issue. Perhaps it all has some- 
thing to do with the fact that NMS is OFFICIALLY the UK's biggest-sell- 
ing Nintendo magazine and, better still, the biggest-selling console 
magazine too - by a long stretchl Kind of gives you a warm glow 
inside, doesn't it. 
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ANDY 


SHAUN HOT SHORN 

As promised, this month we reveal the guy who was unlucky 
enough to have survived the rigourous NMS interview process (he 
managed to persevere Gary Harrod's hard stare and "mother" 
jokes for more than 30 seconds) to become our new writer. The 
choice chap in question is Shaun White (pictured below-right). 
Shaun did extremely well in beating off some very stiff competition, 
but it was his curly blonde locks that really swung it. Take away the 
fact that his preferred musical entertainment includes the likes of 
Van Halen and you could picture him as the golden-haired young 
hero of Greek legend. Couldn't you? Nah! Okay, so he's just 
another tragic longhair from Southampton but, heck, he works for 
peanuts. Besides which he makes the rest of us look distinctly 
trendy! Only kidding Shaun. Or am I? But welcome aboard anyway. 


NINTENDO PEOPLE SYSTEM 

Big up! Big up! Booyakka, booyak- 
ka! Respec' going out to the NMS 
"Massive" in the area, er, boyeee! 
This month the NMS crew, rather 
tragically, dabble in the delights of 
post-techno hardcore, in what can 
only be interpreted as a last-ditch 
attempt to gain a bit of youth 
cred. Fools. Join us, then, and 
laugh uncontrollably as they put 
their baseball caps on - forwards! 
Wheel and come again, etc... 

ANDY "DADDY MAC" MCVITTIE 
By rights Andy should be pushing 
a zimmer frame, yet we find that 
he is pushing the bass of his 
newly-acquired sub-woofer. Which 
is no bad thing. Alas, he's not 
using it to pump up the sub-sonic 
bass on the latest Grooverider 
release. Indeed no, he is abusing 
said piece of hi-tech to get a little 
extra 'oomph' out of his Burt 
Bacharach collection. I fear it's 
rather too late for this individual. 





CURRENT PAVE GAMES:Pog, ISS2,r 
MK3, Killer Instinct, Doom 
TOP CHOON:From Russia with 
Love - Matt Monro (Metalheads 
remix. Possibly) 

PAUL "PAUL PAULI PAUL" DAVIES 
He's a strange one, that Paul. Play 
him the heaviest, noisiest, most 
nutty jungle track in the world and 
he'll lend it an appreciative ear 
then ask if he can borrow it for the 
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ZINE AND HOT HEARD: 

THE REVENGE 

The response to our call for Nintendo fanzines has 
been, well, rather like an avalanche. A very slow 
avalanche made up of one single snowflake, tum¬ 
bling down a low, grassy mound on a hot summer's 
day. In other words we've had one entry only over 
the past couple of months. But hey what an entry it 
is. in actual fact it's from our number one fans, 
Richard Whitelock and Edward Reed at Nintendo 
Fanzine System. Issue 2 of NFS is now well and 
truly out priced 80 of your Earth pence and with a 
very loose concept of what being a Nintendo 
fanzine is all about, judging by the Daytona and 
Tekken reviews inside. Still, there's plenty other 
Nintendo stuff in there too and we love 'em any¬ 
way - especially as they sent us their DKC Tips 
video and a game music sampler cassette for 
nowt. Write to NFS at 10 Skelton Close, Holtspur, 
Beaconsfield, Bucks HP9 1EA. More fanzines! We 
must have more fanzines!!! 

MMUUUUMMMm 

Question: What's more frustrating than watch¬ 
ing your younger sister/brother flounder help¬ 
lessly on level one of the easiest game in the 
world? Answer: Watching your Dad have "just 
a quick go on that computer thingy of yours". 
They take ages trying to get to grips with even 
the most basic control method, they never 
know which way to go, they move the joypad 
around or, worse, lean around corners on driving games - 
like they were in the car themselves and they invariably fall foul of 
the first pitfall or enemy sprite! Doooohhh! There should be a law 
against it. Especially where 
David Clements' dad is con¬ 
cerned. Mr Clements (pic¬ 
tured) is partial to a bit of 
DKC, apparently, and actually 
wore one of his son's joypad 
buttons out playting it - what 
the heck was he doing!? 

Also, the face of the woman 
on the sofa (Mrs Clements?) 
testifies beyond all doubt 
what a social activity gaming 
really is.What about pictures 
of gaming Grandparents for 
next month? 



RATINGS GUIDE 


ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

Heaven and all creation bless you my son. 1 have looked 
down from his cloudy armchair and chosen you as one of the 
angels to take flight upon an ether of infinite bliss, and sit by 
my side on a suitably fluffy cushion! 

80-89 

A benevolent smile is delicately bestowed upon you. Only 
once did you stray from the path, and you learnt to be hum¬ 
ble my child. Cross yourself, pray a little and join your eternal 
brethren! 

70-79 

The Dark One tempted you, and often you were foo!ed. But 
you strugg!ed for your sou! and won. Take these broken 
wings and learn to fly again, learn to fly so free...ahem. 

60-69 

Tut. Tut. Did you never listen to my prophets? Even the most 
industrial of adhesives cannot mend your broken wings. Mr. 
Mister, take this soul and place it in the Middle Earth. It must 
think upon itself awhile. 

50-59 

1 see only waste here. Not once did you adhere to the holy 
signs. Not once did you confess your sins. Not once did you 
have tea with the Rector. Now the time for atonement is 
here. Purgatory! 

40-49 

Your eyes always turned downwards, to the palace of dark¬ 
ness. Easy gratification was all that ever mattered to you. 1 
command you down with a commanding voice and angry 
eyebrows! 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 

So, you didn't believe eh? You found the whole idea 'a bit of 
a laugh'. You used to rip the mick out of 'Highway To 

Heaven' eh? No more jokes satan's child! It's time to turn up 
the heat! 

20-29 

That you should have walked on God's earth! An abomina¬ 
tion, that's what you are! See these fingers? See this light¬ 
ning? See ya smart ass! 

0-19 

So, it is the Dark Angel himself! 1 expected to see you again 
sometime. By the way, 1 was meaning to ask you, where do 
you get those fabulous outfits? 



night. The next 
day he'll return it 
as promised and 
tell you how he 
used It to help 
him drift off into 
a lovely, peace¬ 
ful sleep. Is this 
man not missing 
the point slight¬ 
ly? 

CURRENT FAVE 
GAMES :Pog, 
Doom, 
Weaponlord, 
Yoshi's Island, 
Cosmic Pinball 
TOP 

CHOON:Salnt 
Angel - Goldie 


f' PETER "DJ SPAWNSKI" BARRELL 
/ A frequent visitor to London's many 
I drum-and-bass niteries. It was the 
^ Petester who first introduced 
' Breakbeat to the NMS crew. Mind 
pyou, we reckon he's taken things a 


bit too far. His baggy 
jeans keep getting 
caught in the lift 
doors and his gold 
teeth are beginning 
to scare the cleaners 
away. Of course, the 
.45 Magnum he has 
slung under his 
shoulder doesn't help 
matters. It's always 

the quiet ones, isn't it. _ 

CURRENT FAVE 

GAMES;MK3, Doom, Yoshi's Island 
and Pog 

TOP CHOON:Sparkling - Little Matt 

CHRIS "LEGMASTER HAIRALOT" 
HOBBS 

Firmly eschewing anything that 
breaks over 120bpm, our hirsute- 
of-leg designer, Chris, Is more fond 
of what has laughingly become 
known as "Handbag" House. You 
know, the sort of unrelentingly 
happy stuff that seems to dominate 
the charts these days - especially 


around summer. 
Thing is, Chris now 
spends so much 
time waving his 
arms in the air that 
he's no longer get¬ 
ting any work 
done. So we've 
sent him on holi¬ 
day - to the 
Balearic Isle of 

- Majorca. I've a 

feeling we may live 
to regret that decision... 

CURRENT FAVE GAMES:ISS2, 

Doom, MK3, quite good at Pog too 
TOP CHOON:Passion - Gat Decor 
(Handbag classic, apparently) 

SHAUN "METALHEAD" WHITE 
Well, no respec' for Shaun. Try as 
we might we cannot get him into 
any kind of music that hasn't got 
at least two of the following ingre¬ 
dients - proper guitars that truly 
"Rokk!", a cod-operatic vocalist in 
spandex trousers, more than one 



person with long hair in the band 
or a 200,000 watt light, laser and 
pyrotechnic extravaganza. Ah 
well, he's only been with us a 
couple of weeks and we won't let 
him play any of his dreadful metal 
CDs in the office. He'll yield to 
our ways yet. Oh yes, he'll yield... 
CURRENT FAVE GAMES:FIFA 96, 
Pog, Yoshi's Island, Mario Kart 
TOP CHOONiPlush - Stone 
Temple Pilots 
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The British have willingly taken on board the thrills and^ 
spills of American Football, they've been into Ice Hocke 
for a number of years now, heck, they're even beginnin 
to open up to Basketball, But yet we remain steadfastl\ 
ignorant of the pleasures of Baseball, AH that could hi 
about to change, however, with the forthcoming release 
of Frank Thomas ‘Big Hurt' Baseball, 


Well, it will if Acclaim have anything to do with it - they've sf 
good deal of time, not to mention energy and money in prod 
the game. In fact. Acclaim now reckon Big Hurt is the most cc 
hensive and realistic representation of the sport to date. It'll 
doubt go down a storm across the pond, of course they'll hav 
hard time trying to convince the UK gaming public that Amef 
National pastime is anything more than a big 
game of rounders. Still, let's > 
a fair crackJ 












BIG UP! 

The first question about Frank Thomas 'Big Hurt' 
Baseball has got to be "Who the hell is Frank 
Thomas and what's causing him all this pain?" 

The answer is that Frank is one of the MLBPA's 
(Major League Baseball Players association) 
biggest stars. In fact he has been twice crowned 
MVP (Most Valued Player), so you see he must be 
something of a hard lad, capable indeed of inflict¬ 
ing a big bit of hurt. Well, that's our guess. 


GAHIE DATA 


• GAME: BIG HURT BASEBALL 
% BY: ACCLAIM 

• RtLEASE: TBA 

• GAME TYPE: SPORTS SIM 

• PLAYERS: 1-2 

• CART SIZE: 16 MEG 
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MOTIONAL RESCUE 

Take away the no doubt valuable Frank Thomas licence from Big Hurt 
and you're still left with what looks like a very stunning game indeed. 
This is thanks, in no small part, to the technology Acclaim have invested 
in the game's production. Utilising the very latest in Motion Capture 
and Blue Screen technology, the programmers have been able to pro¬ 
duce some of the most photo-realistic sprites seen in any game - and 
that's saying nothing about the incredibly fluid and lifelike sprite 
movement either. Frank Thomas' actual baseball movements were 
captured over two six-hour sessions to achieve this level of realism. 
That must have been fun. zzzz. 


ONLY IN AMERICA... 

Here in the UK, the nearest thing we get to a big game marketing 
campaign is an appearance of the game on a Saturday Morning 
show and a few adverts on Bus shelters. Over in the States, howev¬ 
er, it's a very different kettle of fish. Take the marketing campaign 
planned for this game for example - it's what marketing people like to call an 
"integrated, cross-promotion". To start with, take several million dollars and film a TV 
advert to be placed on national Sports channels and top youth market slots. A press 
campaign in gaming, comic, sports and other youth titles is run concurrently. You'd 
think that would be enough, but no, the campaign then rolls on to take in prize 
envelopes in boxes of popcorn, 'Big Hurt' trading cards, 'Big Hurt' jackets and other 
items of sports apparel and some sort of sweepstake prize draw on radio and the 
Internet. There's no blimmin' escape! Frank Thomas for President anyone? 


RE TECHNOLOGY BRINGS SUPREME REALISM! 
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Since the release of Yoshi's Island in Japan, the entire NMS team 
has been feverishly playing to find all Its secrets. Needless to say 
none of us have succeeded yet - though we dare say somebody will 
have come close by the time you're reading this. Point is Yoshi's 

Island is a marvel, so we're taking you there again. This 
is a guided tour through the wonderful areas encoun- 
tered so far, plus highlights of what the spectacular 

gameplay entails. 


Yoshrs Island is being snapped up by hungry games 
players in Japan and America, but it remains a distant 
paradise for the UK untii Spring next year! Thafs a long 
time to wait, but this NMS 'Holiday Brochure^ is the clos¬ 
est thing to being there. 


(rx fc ^ 






UT'5 MASTER THE E<yO TOSS! 


i SAY MY NAME 

In Japan the name Yoshi is written as Yossy. This 
has something to do with the way his name is 
formed from the Japanese kanji characters - 

their alphabet. So in _ ___ 

Japan Yoshi's ^ -- 

■ Island is called [ 

■ Yossy Island. Just 1 

" thought you'd 1 

appreciate \ 

k knowing. - 

J'UHAP 

As pioneered by the Mario Bros series, Yoshi per¬ 
forms impossible 'boomerang' jumps. Wherever 
it's tough to manoeuvre, the tricky dino may 
jump up, or down and around obstacles. 

FLOAT 

Yoshi does his best to make this trick look amaz¬ 
ingly... effort-fulM! After the initial leap, desper¬ 
ate dino kicks furiously away with his legs to steal 
a few extra millimetres. It is the first new trick 
players learn. 

MIP PROP 

Bring Yoshi crashing down on enemies, or 
through fragile surroundings. Hip Drop perma¬ 
nently eliminates foes, and hammers posts into 
the ground revealing secrets. 

EGG TOSS 

Easily the most versatile technique in the game. 
Here's how it v/orks: 

1. Swallow enemy! 

2. Spit the enemy out .. 

3. ...Or crouch to lay egg! 

4. Eggs are targeted using the L and R buttons to 
secure the cross-hair. 


spieiii mmi 























TXMC'S VP' 


Amid all the bonus opportunities, it's easy to forget the main 
^eason for Yoshi's being here - to save Mario's baby ass! 

I aaching for the stars is all well and good, but with Mario out of 
^ne picture Yoshi may as well give up and go home! Should 
Mario ever become separated from his ride home, Yoshi has just 
ten seconds to get him back before Kamek's gangsters 
steal him away. All is not despair, however, as 
Stars boost the countdown to a maxi- 
mum of 30 seconds. 


tf>'e most of. It 
arc^ for 100% of 
|J^o‘ifj«ifhe number of 
and 30 

r^j^re extra hidden 
]y Mdrio (see TIME'S 


perfe^ 

to fin^d secret Worlds; Yo^i rmisti 
too! Maxifrium points aro depe™ 
Si; Red Coins, Dqisies, and Stars cpilecfbd - thS 
'4? resdectivel^ this isn't epsy, thoug^ 

I^^Tienefif^ for trying. ' 

K -.StdrS Tncreasp theTrmd Yoshi has to 
^ ■ ■: . 

Cailect all fu^o esarn Yeshi a 1 -ypl 


RVN BEFORE YOV CAN WALK 


Super Stars ensure baby Mario doesn't emerge saddle-sore from this adventure, 
and that he is given the proper exercise. Once absorbed, the power of the Super 
Star makes baby Mario invincible for a time. Enough to gather yet more bonus 
points, and clear the way for Yoshi. A particularly nice feature here is how Yoshi is 
reduced to the form of a large egg, trailing behind. 
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BATTLE STBATCGV 

Yet more bonus opportunities, but first Yoshi needs to 
find a key. Unfortunately they're every bit as difficult to 
find as they are in Super Mario World! 


BALLOON POPPING 
Squish balloons using Yoshi's 
Hip Drop to find the 'HIT' 
SEEP SPITTING 

Sting Yoshi's enemy into sub¬ 
mission with Watermelon 
seeds! 

COIN COLLECT 

Err... collect the coins! 

BALLOON TOSS ^ 

Definitely the most j 

inspired of the tour: I 

match the sequence of 
buitons to keep the bal- 
loon airborne, long 
enough for it to explode 
over the enemy's head! / 

(ABOVE) The idea in this j 
part of the game is to 
pop more balloons than j 
the other chap. It's . 

more fun than it sounds. 

Honest! 
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A yOY TO VTXTNNOLD- 

Like we said earlier, Nintendo have no set release 
date for Yoshi's Island in the UK. Realistically it 
seems we're looking at a first-quarter '96 date, 
but Nintendo are known for their big surprises. 
We're keeping our fingers crossed. 


&OOOAL/ 

Rewards are found in all shapes and sizes throughout 
Yoshi's Island. Smaller stuff is collected in due course, 
but there is opportunity to earn major bonuses at the 
close of every World. After jumping through the GOAL! a 
roulette is set in motion, comprising partly of the number 
of Daisies collected. Should it stop on a Daisy - you're 
guaranteed to have found at least one - Yoshi is taken 
to one of six secret challenge areas. It's his chance to 
grab extra lives and other assorted power-ups! 


SCRATCH ANP MATCH 

Use ESP to find Baby Mario three times. 

DRAW LOTS 

Open baskets and collect items - until 
Kamek is found, then it's all over! 
ONE-ARMEP BANPIT 

One chance to stop the tumblers in the 
most lucrative combination. 

ROULETTE 

Place a bet, and hope for the best! 

FLIP CARPS 

Just like drawing lots, only with cards 
instead of baskets. 

MEMORY GAME 

























ALTCaifATTifE ROUTE 


Want to know where Mario first gained inspiration for his super 
costumes? Well it's all here in Yoshi's Island! In our inimitable 
friend's case, however, transformation doesn't just mean a 
new outfit - it entails a totally new physique! Observe as 
Yoshi moulds himself into the form of a... 

...Helicopter! Complete with buzzing rotor blades! 

...Mole Tank! Point it in any direction to claw through soft 
earth. 

...Train! Build up steam and power ahead! 

...Submarine! Blow foes out of the water with a torpedo or 
several! 

..Car! Tip-toe, cartoon style, through tricky areas. 
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Bet me]/ fer 
the enijf game 
with ml 



When a team introduces a new season strip do you feel 
ripped off? When a games publisher releases a sequel do 
you ever feel let down, a bit like someone had punctured your 
footballs? How long will you believe them when they tell you 
that the new '95 or '96 version is so different to the last one? 

Well, get ready for a whole new experience - a sequel with 
a difference! In fact, there's over 40 improvements 
or additions to the "best ever" soccer game; and we're 
not talking a load of old balls. 

New teams, new players, new stadiums, 
new strategies and new techniques 
- the best just got better! 

tt’s Batsbaul^! 

Kelense Bite: Vllt Kmmlier 1SS5 



















GAMEBOf) 


They^re not calling these games Arcade Classics far 
nothingj you know! Centipede and Millipede are exam¬ 
ples of how coin-ops were once flashes of inspiration, 
rather than flashes in the pam These ancient shoot 'em 
ups are still cool, so iPs fhOng that they've found a new 
home on Game Boy 


The name Atari hasn't alwcr^ bees associated with dross. At oiie 

thrre they pro duced hit coin-ops that have fue lled fon d m emories _ 

for rnore^ ^ a diiiojfcfa. hnn ew l li u < ti wii tuufa rt p oi a ps 

are maUiTO it to Nintencfe's handzheld, but them's the breaks. 
Fbrtfaerjnwe, who's co niftloitmgj Tl i is is another two-in-one cart 
licensed «m> Atari to Accolade for conversion, that has sincE bee« 
by Nintendo as an ^portunity too good to miss. They may 
not hGv(i Ihe some kudos ss Gafaxian o^d Galaga from Namco^ 
who hantfed the transfer themselves, but they're neat trcmslatlons 
all the s^3^ne:. Reviews coming soon in NMS. 


Ei]0EBE]0BBQ0OEIl 


Both these monumeolaF blasters opened up the egees cmd ears of 
gamers^D a whole «ew ex^r^nce in the early eighties. As you'd 
imagine, both games are very sirrrttor in concept - shoot o\^ all 
the segments of the ceetipede/ mittipedE to advance a leveh 
Whereas Space Invaders used4wo b^ons to move a cannon left 
or right, Atari's new breed Lolroduced a kack ball that enabled 
movement through 360 degrees This rweant players were made 
oware of oction above an^ below the blaster, giving the bug 
opporturyly to catch you on ail H was fast too! Rolling that 

track=ball to keep out of troubfe cerfeirty raised a few blisters} 


Yes it looks basic, and compared to #ie sequel it plays fnirjy 
shoddy too. StUJ-the Code Monkeys, who fiddled the conversion 
for Accolade, have successfully imitated the slight inertia creofed 
by the track ball. Phjs the familiar souad effects Hcezb frcansloted 
well enough. Like we semi, the basic idea is to shoot the CBm- 
hpede-, segment by segment, as it frails dow» fhe screen. Bad 
the mushroom.s to efear the woy, all the while s hu^^ g spkbrs 
and beetles to stay alive. 


These spiders bounce errati 


punkg chunkg 


eally across the bottom of the 



































































































































DDT canisters can wipe out 
whole millipedes with one 


^^last! 
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GAME DATA 


• GAME: MILLIPEDE & CENTIPEDE 

• BY: NINTENDO 

• RELEASE: OCTOBER 

• GAME TYPE: SHOOT ‘EM UP 

• PLAYERS: 1-2 

• CART SIZE: 2 MEG 
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1983 


Like Defender and Gorf, the big sound of Centipede was enough 
to have most people searching for 10 pees before clapping eyes 
on its weirdo visuals. Deep, 'thoomy' resonance combined with 
stomach-punching explosions just seemed to suit creepy-crawlie 
mayhem down to the ground. Of course the Super Game Boy 
struggles to recreate such noise, but weVe still had people won¬ 
dering into the office saying 'Hey, I know that game, it's...' 


CRAWL 

CARRY ON! 

MOW DEM MUSHROOM 


im00QEIl3SB13 


One year on and the garden of terror is overrun by all manner 
pests! Millipede plays at least three times faster than its pede- 
decessor, which makes it all the more difficult to track the glut of 
tiny 'orrors plaguing your cannon. Alongside the diagonally- 
moving dragonflies, and super-sonic caterpillars, one of the 
games' better features are the canisters of DDT. Shoot one of 
these and a cloud of insecticide encompasses everything within 
reach. KA-fizzle. 
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E ^’oc/c up, 7-^g 

•depends on tl 

that did 

lu.T°y^tof 


f® of recovery® 
down 
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In the other two. Cautious use of this feature is 
therefore recommended. 


I COULDA BINNA CONTENDER P 

There is also a career mode.The player starts as a rookie ranked 25 in the 
world and has to proceed through the minor ranks, hopefully becoming the //: 
number one contender. The fighter's appearance can be customised using * ' 
a variety of hair types and skin colours, although they're all just shades of 
green and grey thanks to the Game Boy's limited colours. Anyway, once the 
boxer's image has been completed there is the option to change his power, speed 
and stamina. Increasina one of the5;e will re<;iilt in n rf^Hnrtinn 


^IDDFCI u 

BCr/'ill: 
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YOUR TOO OLD SON, RETIRE: 

The more fights the boxer has the more he ages along with the rest 
of the them. After the 40th fight the boxer is retired by the boxing 
commission. He Is also retired if he loses two fights in a row to the 
lowest ranked fighters. If this happens to you, well, you really have 
no business playing this game. Take up flower arranging, stoat-han¬ 
dling - anything that's not so rough! 


tJUlJU'itGAMEBOf) 


GAME DATA 


• GAME: RIDDICK BOWE BOXING 

• BY: GAMETEK 


m RELEASE: NOVEMBER 

• GAME TYPE: SPORTS SIM 

• PLAYERS: 1-2 

• CART SIZE: 7 MEG 


GYM’LL EIX IT 

At any point in the game the player can only 
select a fighter ranked two places ahead. After 
each fight he enter the gym and replenish his skill 
points with items like the speed bag, free weights 
and isotonic energy drinks. Again it is very impor¬ 
tant to get the balance right twixt weight, stamina 
and speed. It's no good being the strongest fight¬ 
er in the world and only being able last one 
round. Every time the player selects an item from 
the gym, the fighter's overall condition improves. 


With Mike Tyson now out of prison, many beiieve that 
Riddick Bowe is the oniy serious contender who can 
prevent him from regaining aii the heavyweight tides. 
Now Riddick ''Big Daddy” Bowe brings his 6'5, 235 
pound frame to the Game Boy hoping to knockout aii the 
competition that stands in his way. 


%VSk 


(ABOVE) He's 
fallen on the floor. 


STEP IT UP 

The one-player mode allows the gamer to 
select any of the fighters, 
including Riddick Bowe, and I ^ . 

then decide who they are / 
going to fight. This gives / 
the easy option of being 
able to put Riddick up 
against the 25th ranked 
boxer in the world and / 
totally hammer him 
senseless in the first h- 

round. Yes! . 




It's not as straightforward as just stepping into the ring and getting 
a shot at the Heavyweight Championship of the World, though. In 
order to get there it takes months of training, plenty of qualifying 
fights and a life of self-denial. Are you man enough? 
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JAILBREAK 

The aim in this title is not to 
bust outta the joint but rather 
to keep the inmates in - which 
is more fun I know not. 

Anyway this task is effected by 
hitting the ARREST pads and 
following up with a skill shot to 
the SENTENCE ball trap. Be 
warned, though, if a 
prisoner escapes play¬ 
ers have only 60 sec¬ 
onds to light the 
GUARD pads. Law and 
order can be fun. 


GAfAEBOf 


Of all game types, Pinball seems to be the lea§ 
likely candidate for conversion to the Game 
True, at its heart Pinball has a very simple cm 
but it's just that the machines themselves Sm^ch 
^ hulking great affairs. Still, such limitaMlIf^ven't 
stopped Gametek, who are nowj^mi^r fourth 
Pinball title for the Game Boy^^Ball Mania, 


Like it's predecessors, PinballJ|Hia has bi 
from an existing PC and ArnjPfftitle, tl 
case going to Spidersoft^P^larl^jiNifSall 

fn 


n verted 
nours jn this 
Mania offers 
ajienges to eager flip- 
rheads in the form of four 
brand new tables, each having 
unique layouts and bonus fea¬ 
tures. Time for a brief rundown 
of all four rd say... 






I li mn 

•• 


__ 

CHPOf^ 

faring % distinctly^^sino theme, the aim in this table 4 s 
toiiit the WIN target^ply aim for the Craps and Reel balf 
“in orcjlr to spin the machine reels and, presum- 
ablK rake inVots of dosh ^n^feurn. A skill ramp is located 
to flle right bwhe table arTS^v^^ the ball goes down 
you'I’e "out of Vck." 


PfiVBAIi- AlANlAi 

rnwrv. 
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KICK OFF 

Judging by the 
monochromatic 
stripy nature of I ( 
this table I'd say a 
Newcastle fan was 
responsible for its 
design. The object 
of this three flipper 
table is to score goals 
- obviously - by aim¬ 
ing the ball at the cen¬ 
tral GOAL target. Very tricky. 
Additional targets are located 
up each wing and players don't 
lose the ball in this game, they 
get "sent off." Come on ref! 


\NTULA 

|is three flipper table has 
a desperate struggle toi’ 
Dture in the web. A fairly 
3tter, in fact, of lighting tf^ 
4G, SHOCK and LAIR tar 
pepper the table. Skill 
lose players foolhardy of 
found either side of the 
irea - the toughest part 
larea to hit. Which is 
them Skill Shots, 


(ABOVE) I don 
know about) 
readers but I I 
can't play w/iJ 
that spider th| 
Brrrr! 


GAME DATA 

• GAME: PINBALL MANIA 

• BY: GAMETEK 

• RELEASE: SOON 

• GAME TYPE: PINBALL SIM 

• PLAYERS: 7 

• CART SIZE: 2 MEG 
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There are a variety of gameplay options to suit 
the player's requirements. The player can 
change the length of the periods of the match, 
choose between manual or automatic goalies, 
and turn the penalties on or off. A new feature 
is the option to have fighting in the game. If it 
is selected, it all depends on the amount of 
violence that is dished out while playing as to 
whether the players get it on. 


(ABOVE) Mmm... chomp, chomp, 
chomp. Belch. Slaver. Cough. 


Working to the formula of ‘if it ain't broke don't fix it' EA 
will be releasing yet another follow up sports title in 
October, NHL 96. Seeing that Shaun can't ice skate, this 
is the only chance he's going to get of winning the 
biggest prize in ice skating. Let's hope he doesn't end up 
on his backside as he brings us this preview. 

Everyone knows that EA don't make bad sports games, but even so 
it's amazing that they can keep coming up with new and improved 
versions of the same game and constantly sell bucket loads of 
them. So how do they do it? Who knows, but one things for sure, .. 
the game will be extremely playable and realistic. So how does NHL 
96 differ? 


There are three gameplay modes. Firstly, there is Exhibition 
where the player can play in a single game contest. There is 
nothing on the line in these games but the competition is still as 
fierce as ever. For those that think they have got what it takes to 
go all the way, there is the Season option. The player selects 
which team they want to be and takes them through the season 
and hopefully into the best of seven playoffs and a shot at the 
Stanley Cup. For those that want to brush up on their snapshot 
or penalty shooting technique there is a practice mode. Here, 
the player can go through practice drills so they are fully pre¬ 
pared when going out on the ice for the real thing. ^ ^ 


GAME DATA 


• GAME: NHL 96 

• BY: EA 

• RELEASE: OCTOBER 

• GAME TYPE: SPORTS SIM 

• PLAYERS: 1-2 

• CART SIZE: 16 MEG 
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THE REAL GAME EXPERIENCE 

NHL 96 also has improved sound effects and music. There are now specific crowd 
chants and a variety of organ tunes during the match. Speech has been added to 
the referees and they now send players to the sin bin for violations of the rules. 
The camera follows the player as he skates to the bin, whacks the door with his 
stick and sits down to ponder as to where he has gone wrong or whom is he to 
beat up on next. 


There are a host of new options in NHL 96. For a start the 
gameplay is better. It is much faster and smoother and the com¬ 
puter intelligence has been improved with advanced goalies and 
tighter defences. The players also have new moves. They can 
fake shots, spin through 360 degrees whilst skating up the ice 
knocking opponents flying and suddenly quick stop. If the oppo¬ 
nent is hurtling towards the goal, there is an option to lie down 
and try to block the shot or even better, try and flip him with an 
extreme body check. There is even an option to send in your 
bully boys to take out the opponents star player. 
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(Exclusiv^^ 



The good old FX chip has enjoyed something of a 
reversal of fortune lately You need look no further than 
Doom or the brilliant YoshFs Island if proof is needed. 
Nor indeed than Acclaim^s forthcoming FX goodie, Dirt 
Trax FX,„ 

Originally developed by Electrobrain well over a year ago and now 
picked up for UK release by Acclaim, Dirt Trax FX takes the exciting 
sport of Motocross as its theme. As such,mud-churning hi-jinx and 
some very lofty airs are the order of the day. One of the best fea¬ 
tures of the game, though, has to be the impressive speed at which 
it all runs. Perhaps this has something to do with the way it mixes 
sprites, for the characters, and FX Polygons for the actual courses. 
Whatever the case. Dirt Trax is certainly one of the smoothest FX 
games we've seen since StarWing and looks set to leave muddy 
tyre-tread marks all across your Super NES upon release. 

Until then, wipe the mud from your goggles and enjoy our 
EXCLUSIVE preview. 
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EIGHT BALLS 


Now don't ask us how workable this feature actually is - certainly no other Super NES 
game has successfully managed it so far - but Dirt Trax FX boasts an incred¬ 
ible eight-player compatibility! Yes, eight human 
players may take to any one of the 22 stunt- 
infested courses simultaneously and, apparently, 
without the aid of the screen breaking up into 

eight bits. Definitely a feature worthy of deep- 

investigation - 
especially if it 
turns out to 
be true. 


er 


TAG NUTTY 


If the thought of chasing around after seven other mates is a bit too 
much to comprehend, take refuge in one of the game's other great 
features - the Tag mode. This is a split-screen two-player game, the 
object of which being to catch up with your opponent. Not such an 

easy task when the terrain sepa¬ 
rating you from your goal feature 
many jumps, hazards and, in 
some cases, different layers. A bit 
like high-powered hide and seek 
this one. 
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JUNIOR KICKSTART 

In total there are 22 vastly different courses in Dirt Trax, and none of them is a 
Sunday afternoon walk in the park. Too much speed and eagerness to steal the lead 
can often end in some hideous wipeout or going-around-the-wrong-way embarrass¬ 
ments. Hence it is wise to enter the Training mode beforehand. This allows players 
unlimited laps of the course in question and provides ample opportunity to learn its 
twists, turns and jumps. Highly recommended. 
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EIGHT MOTORCROSS-CRAZY 

CHARACTERS TO CH 


22 INCREDIBLY BUMPY COURSES TO 
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GAME DATA 
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• GAME: DIRT TRAX FX 

• BY: ELECTROBRAIN 

• RELEASE: NOVEMBER 

• GAME TYPE: PUZZLE GAME 
% PLAYERS: 1-8 

• CART SIZE: 16 MEG 


^CIRCUIT 

ItrXINIHG 

RAD TAQ 


CHARACTER 
ASSASSINATION 

Choice is certainly the name of this particular game. 22 full, speedy 
and markedly different courses are offered, as is a choice of eight 
player-selectable characters and, blimey, a selection of levels rang¬ 
ing from 50cc amateur to lOOOcc supercharged death 
machine. Or something. Each of 
the selectable 
characters has 
their own partic¬ 
ular strengths 
and weaknesses 
to discover too, 
adding great 
depth to the 
gameplay. 






























It seems that every major action film now has a game converted from 
it The only problem is that the films are usually ace with the games 
being absolutely dire. To find out how this one fares Shaun puts on his 
rubber outfit and black tights as he prepares to visit Gotham City and 
track down The Riddler and Two-Face! 


Batman Forever is the third in the film serial and is the first to introduce Robin into 
the proceedings. The story starts with Harvey 'Two Face" Dent escaping from Arkham 
asylum which houses all the local nutters and linking up with Edward Nygma. Edward 
is a former employee of Bruce Wayne who became disgruntled when his new inven¬ 
tion, a machine that can read and absorb peoples brain waves, is declined by Wayne. 
Edward uses the machine on himself and transforms into The Riddler. Without realis¬ 
ing it both he and Two Face have same ambition. Two Face wants Batman killed and 
The Riddler wants to see the back of Bruce Wayne. That's the story, now let's see how 
it translates to the game... 


CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: AUTUMN 

• GAME TYPE: PLATFORM 
m CART SIZE: 24 MEG 
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COMTROL 
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GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 
m CONTINUES: Five 

• OPTIONS: Hardly any 


THGRE’S A NUTTGR ON THG L005G 


Batman's adventure begins with Two-Face staging a breakout from Arkham 
Asylum. He cleverly frees the inmates most of which have the first name Mad to 
act as cover. Batman's first assignment is to restore order to the asylum and 
return the madmen back to their padded cells. The biggest problem is that by the 
time order has been restored. Two Face will be long gone. 


GAME INFO 

• GAME ORIGIN: Conversion 
of the superb motion picture 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Past the 
warehouse stage 

• ALTERNATIVES: Batman 
and/or Batman Returns - both 
film licenses 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSIVENESS: Good 


Punch 


Punch 


L: Block 
R: No Function 


Start: Starts/pauses 
Select: Grapple 


GAME CREDITS 

• DEVELOPED BY: ACCLAIM 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: USA 

• ARTWORK: ACCLAIM 







REVIEW 




DON’T BANK ON IT 

Two face easily escapes from the asylum and heads off to the Second Bank of 
Gotham. Once there, he plans to steal the safe which holds all of the pension 
fund. The first thing he has to do is kidnap all the security guards. Batman has to 
work his way up to the roof.rescuing the hostages as well as facing the never 
ending members of Two Face's gang. Having secured the bank and finally reach¬ 
ing the roof Batman finds Two Face has slipped through his fingers again. 



THG BOY WONDER 


I was hoping that Batman Forever 
would break the habit of the crap 
video game from a great movie 
syndrome. It almost pulls it off but 
unfortunately doesn't quite come 
up to scratch. The game starts off 
with lots of promise. The presenta¬ 
tion is good and the graphics are 
superb with real depth to the back 
grounds. The game's biggest prob- 
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Robin started life as a young acrobat called Dick Grayson until Two Face killed his 
entire family, so Bruce Wayne decides to adopt him. When Dick learns of Wayne's 
deepest secret, he asks if he can be trained to help Batman in times of danger. 
One thing that is strange about Robin's attire - other than a man wanting to 
wear green tights - is why is he still wearing the outfit from the original television 
series; not his new costume thats used in the film! 


lem is that once the player has completed the first 
level, they pretty much know what to expect from the 
rest of the game. There is also an annoying pause 
between some of the levels with the message Please 
Hold on the screen for a few seconds. That said, 
Batman Forever looks great and the playability is 
very good. If you loved the film, which most people 
did, you'll probably enjoy giving this a bash. 










A TRIP to THG CIRCUS: 


Is there no end to tlie amount of destruction Two-Face i 


reports ore coming n that he has tak^r^over the Chari 
planted explosives c ^ the top of the rinc^jThe explosives 
so the coped crusad sr had better get his skates on! 


e is causing to ^otham City 
rity Circus at tlmHippodrom< 
es are^^t to de^nate in fj^ 

if M 


THGY SeeK HIM HGRG 


Moving on from the circus Two-Face decides to hide out in the warehouses under Gotham 
Bridge. After exploring the warehouses Batman confronts Sugar and Spice - two kooky babes 
who pack a mean punch. This is certainly not the time to worry about hitting a woman! Once 
both have been removed it is time for the first big confrontation of the adventure as Two Face 
makes an appearance. 


FtlOTZ:?! 


COMMENT 


We've all played Batman Forever 
in some form many times before. It 
is, after all, a scrolling beat 'em up 
not dissimilar to Konami's Batman 
Returns, or even Capcom's Final 
Fight. The pace is slow, with look- 
alike stooges providing little chal¬ 
lenge. Even the boss characters 
are fairly dim-witted, with Two- 
Face falling for a well-timed jump 
kick every time. To me the expensive process of 
motion capturing actors plus the SGI rendered back¬ 
grounds is wasted on such a tired old genre. In fact 
footage of actors almost cheapens the dramatic 
effect - let's not forget what great-looking sprites can 
achieve. For all the technology at work behind this 
game, the end result is sadly nothing new. 


RIDDLG MG THIS RIDDLG MG THAT 

There is even more chaos at the launch of Edward Nygma's new and improved box which is 
being held in the Ritz Ballroom. But who are the strange people with bright green question 
marks on their uniforms? No one knows, but they seem to have merged with Two-Faces 
men. All becomes clear at the end of the level when Batman comes face to face with The 
Riddler. 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


PLAYABILITY 


A Good response and 
easy to control. 


T Special moves take a 
while to get used to. 


HELLO BOYS 

In all his adventures, there is always a gorgeous woman who falls in love with Batman, is 
kidnapped by the villain only to be rescued and live happily ever after. Batman Forever is 
no exception. Dr Chase Meridien is a renowned expert in the field of multiple personality 
disorders, specialising in the criminally insane and is brought in to assist with the problems 
in Gotham City. 


REVIEW 


SOUND 

A Good sound effects and 
atmospheric music. 

▼ Music gets a bit drippy. 


OVERALL 

Nothing new, but 
it plays well and 
looks good. Not a 
bad use of license 
overall. 


▼ Solo players are likely 
to get tired of it quite quickly. 


I OFF TO CLAW ISLAND 

The dynamic duo also explore the abandoned subway and return to Bruce Wayne's manor 

) which has been taken over by both gangs before heading off to Claw Island - home of The 
Riddler for the final part of their adventure. The Riddler has also kidnapped Dr Meridien 
and held her prisoner on the island. The game ends with Batman coming face to face with 
Two Face and The Riddler where hopefully he can put an end to the turmoil that has 
plagued Gotham City. 






GRAPHICS 

A Charecters look great 
with real depth to the 
backgrounds. 

T Digitised actors and 
clinical-looking backgrounds don't convey 
enough grit for an action game. 




\LASrABILITY 

/ A Two player option ^ 
helps to keep your inter- % 
est. C 











As some advertising copywriter once rather famousiy, 
said about the board game, Othello, It ‘‘takes a minute 
to team, a lifetime to master^ Those words could have 
been written specifically with Viacom^s new puzzler, 
Zoop, in mind. 


arrow Zooping an orange shape will turn orange 
whilst the orange shape turns blue in exchange. Now, 

^ niultiply the whole thing by 16, because that's how many rows 

^here are attacking at once. And that's only the half of it - advance a 
couple of levels into the game and the backgrounds start to look a bit odd. 

^ That's because they're incorporating Zoop's "Optichallenge" system which ^ 
means they're designed specifically to play tricks on your eyes so that you don't notice 
certain colours creeping up on you. Tres sneaksome, no! 


CART SPEC 

• BY: VIACOM NEW MEDIA 

• PRICE: TBA 

• RELEASE: OCTOBER 
m GAME TYPE: PUZZLE 

• CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 
m CONTINUES: No 

• OPTIONS: Level/continual play 


giving the 


GAME CREDITS 

• DEVELOPED BY: HOOKSTONE 

• DISTRIBUTED BY: VIACOM 

• MADE IN: GB/USA 

• ARTWORK: c VIACOM 
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WEEK 


MONTH 


YEAR 


tical columns and 
1 0,000 for a whole 


BREAKDOWN 

STRATEGY | >[ >| H I 

ACTION r~~~i iZJ r~^ r~^ 

CHALLENGE f \ [_ _J I I 

REFLEXES CJ 1^1 

ORIGINALITY 

LONG-TERM INTEREST 

HOUR 1 ^ H I 


GRAPHICS 

A Simple but bold and 
very stylish. The 
Optichallenge system 
seems to work too, not that 
you're supposed to notice. 


89 


SOUND 

A Wacky tunes to match 
the wacky graphics. Not 
bad at all, and you can 
switch them of it they get 
too annoying. 


88 


I like puzzle 
games. I espe¬ 
cially like Tetris. 

I am a bit of a 
Tetris zombie, in 
fact. I like loop 
and worry that 
if I don't keep 

* ^4 myself in check 

^ I might become 
a Zoop zombie too. It's that sort 
of game, you see - easy to pick 
up and play for a couple of lev¬ 
els, but requiring true skill and 
plenty of thought to be able to 
make any serious progress. It's 
quite a lot like Tetris in that 
respect. Also, like Tetris, Zoop's 
not really the sort of game you 
ought to be playing for long peri¬ 
ods - it's best sampled little and 
I often. All things considered, 
Zoop's the sort of game that any 
self-respecting Puzzle fan should 
! as part of their collection. 


PLAYABILITY 


A Simple enough to get to 
grips with, but extended 
play soon reveals hidden 
depths to the game 


LASTABILITY 


A You won't rest until 
you've bettered your high- 
score or got to that next 
level. 


90 


▼ A two-player mode might have been 
good - the Game Boy version has one. 


OVERALL 

Unique style 
and addictive 
gameplay. 

Prnhnklu tlio ^^N^^ 


Unique style 
and addictive 
gameplay. 

Probably the 
best puzzle 

game since the mighty Tetris 
even the guy who invented 
Tetris loves it. Great stuff. 
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PlayStation is cool. But NU 64 eats it alive! How can we 
say this when the machine is currently nowhere to be 
seen? Well, it’s easy when you know the facts. NMS 
spoke to Silicon Graphics in the US and found that, like 
all the best things in life, the benefits are simple, and 
easy to digest. 

Recently NMS realised that, with all the impressive specifications 
about NU 64 being bandied about, nobody here really a has a 
clue what it all means. We suspect games can certainly look a lot 
better than they do on Sega and Sony's machines, but can 
gameplay really change so much? What of watching 'the current 
limits of video game play totally dissolve,' and, 'promises to chal¬ 
lenge your notion of what a video game can be'? m 

What is it that a 64-bit machine can achieve that T"® ability Of Computers to mimic the real woHd or offer realis- 

a 32-bit machine cannot? tic representations of virtual worlds is an exciting development. 

Silicon Graphics has been in this area of business for twelve 
years. Today we see the possibilities for these techniques 
broadening as computer graphics systems become more 
affordable.” 

Nigel Seed, Managing Director for Silicon Graphics. 
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PROJECT REALITY 

Most Nintendo fans are sure to remember NU 64 when it was known as Project Reality. 
However did you know that the term is derived from Silicon Graphics' primary goal for 
NU 64 - to bring the performance of their Onyx Reality Engine into the home! Before 
we move onto the nature of the 64-bit processor, let's consider what the Reality Engine 
is all about. 

Onyx is currently Silicon Graphics' ultimate Workstation, costing tens of thousands of 
pounds. It does pretty much anything and everything. Reality Engine forms the chip-set 
that channels the awesome power of the Onyx supercomputer. Of course games play¬ 
ers don't require the entire functionality of the Reality Engine. It's not a tool in the same 
way Medical Science, or Architects perceive it. So many of the irrelevant functions can 
be switched off. This is already cutting down on cost. The version of Reality Engine 
found in NU 64 is gameplay experience specific - as recommended by Nintendo. 
Remember this is a joint venture between Nintendo and Silicon Graphics; the one 
would not have been able to make Project Reality happen without the other. 

NU 64 represents the essentials of the Reality Engine when dealing with unrivalled 
quality visuals. According to George Zachary, Manager of Consumer Product Marketing 
at Silicon Graphics in the US, Reality Engine is all about channelling power in the most 
productive way possible. So it doesn't matter whether the information received is 32-bit, 
or 64-bit. 


(h2) At Ocean, a team of 
programmers working 
under the name of 'Tribe' 
are using Reality Engine to 
produce images like these! 
They move too - just as 
though they were real. 


(3) This is a still taken from 
Cosmic Pinball - the 
Emaginator ride. Again, 
the programmers used 
Silicon Graphics' Reality 
Engine to create these 
amazing special effects. 
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UR TROOPERS 

Virtual Reality is about going through the window, into the 
scene and interacting with it in the "cyberspace'' of virtual 
reality.' 

The point at which 64-bit becomes a necessity is when considering the 
applications Nintendo, and especially Silicon Graphics, have planned 
for NU 64. A cursory glance through recent SGI press releases reveals 
that Virtual Reality in the home is not beyond their ambitions for NU 
64. This is what Reality Immersion Technology is all about. And it is 
why people like Paradigm and MultiGen have been invited on board. 


spmi miuRi 


Here's how Silicon Graphics define a Virtual Reality system: 

1. VR Systems involve different types of sensory information in addition 
to graphics - such as sound and touch - to make realistic environ¬ 
ments. 

2 . VR Systems offer more interactivity. For example, in some systems a 
user wearing a glove with sensors manipulates objects within the com¬ 
puter in the same way one might handle the real object. 

With its 64-bit RISC (Reduced Instruction Set Chip) technology, NU 64 
adds new depth to what George Zachary referred to as "the logic and 
behaviour of characters." By this he means how complex the popula¬ 
tion of a large-scale RPG might be, or how much realism is afforded 
the movement of a vehicle in a motion simulator. True 64-bit gameplay 
is way beyond the level of what is available today. Even Sega Rally - 
you've seen it in the arcades - is 32-bit with custom graphics hardware. 
Fact is, until November 25th 1995, nobody has any idea of what true 
64-bit gameplay has to offer. Tekken on PlayStation is amazing, but 
imagine something many times superior in terms of graphical excel¬ 
lence and Artificial Intelligence (A.I.) of the opposition. W course the 
games on NU 64 will look fantastic, but the excitement lies in how 
much our perception of gameplay will be advanced. Such experiments 
take time - hence the delay of the machine - but the rewards are sure 
to be magnificent. 




REALITY TRIP 

In July last year, Silicon Graphics opened their 
Reality Centre in Theale, near Reading. It is a £2m 
research centre that took just under a year to 
develop. Reality Centre is where UK hardware 
and software developers are invited to investigate 
the future of computer simulation. Images gener¬ 
ated by the Reality Engine are projected onto a 
wrap-around screen in a darkened room. The 
user sits in the centre of the room, at a control 
panel that is configured to represent a jet fighter 
cockpit, the driving seat of a car, or the fixed point 
from which an inspector may patrol an oil rig. 

Who knows, you could even take a walk in a 
space station! 

As the technology on display at the Reality Centre 
is so advanced, it is only open to business people. 
However Silicon Graphics in the UK have invited 
two NMS readers to pay a visit, and explore these 
fantastic virtual worlds for themselves. To make 
sure we get the right two people going along, 
we'd like you to imagine a new kind of 'game,' 
based on what you expect will be possible with 
NU 64. Empty the contents of your mind onto a 
piece of paper, and send the result to IMAGINE, 
NMS, Priory Court, 30-32 Farringdon Lane, 

London ECl R 3AU. To reach us no later than 31st 
October 1995. 


(4) Friend or foe? 
64-bit games 
promise unprece¬ 
dented realism! 


(5) It could be 
you sitting in that 
chair before the 
big screen! 


(6) A true 64-bit 
machine has the 
power to hand 
you the controls 
of a real jet 
fighter. EF 2000 
on PC achieves 
exactly that with 
Intel's Pentium 
Technology. 
Scenes like this 
in games may 
not be far away! 
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CART SPEC 

• BY: KONAM! 

• PRICE: £59.99 

• RELEASE: OCTOBER 

• GAME TYPE: SOCCER SIM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Sker-iHions! 


GAME INFO 

• GAME ORIGIN: Successor 
to the highly ace Superstar 
Soccer 7 

• GAME DIFFICULTY: Adjustable 

• SCORE TO BEAT: N/A 

• ALTERNATIVES: International 
Superstar Soccer, FIFA 96 


I 


Exclusive 


There are several perennial yet thorny prob¬ 
lems that raise their ugly, problematic heads 
with alarming irregularity in the video games 
industry. How, for example, do you make a 
sequel to a game that is already pretty perfect? 

Kona mi may just have the answer in International 
Superstar Soccer Deluxe... 

From our own point of view the perennial problem is how to 
write an interesting, entertaining and original football game intro 
without resorting to the usual catalogue of soccer cliches. A prob¬ 
lem made all the more sticky by the fact that there are so many 
of the blighters around at the moment. Not such a problem in 
the case of ISS Deluxe, as it turns out. It's so full of improve¬ 
ments in just about every aspect that it really should be 
allowed to speak for Itself. So enough of my ram- i i 

blings, game on... _ ^ K5)| 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 

(X) Shoot 


Pass/ Tackle 
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each ploy seems 


® L: Call play formation 
R: Player nearest ball 


Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: KONAM! 

• DISTRIBUTED BY: KONAM! 

• MADE IN: JAPAN 

• ARTWORK: c KONAM! 


HAPPY HAPPY JOYPAD 

Perhaps the most immediate difference players will notice with 
ISS Deluxe is in the way the game plays. That, of course, is the 
product of many Individual features. Game speed is the most 
noticeable one of them as the whole thing runs significantly 
faster - even on our diesel-powered British machines. This is 
augmented by better, more fluid animation and, more Important¬ 
ly, greater control. The players turn better, respond to player 
commands more speedily and the actual amount of ball control 
has been greatly improved. For instance, those tricky over-the- 
wall shots that were nigh impossible previously are now a cinch 
with the correct combination of D-Pad and button presses. Watch 
with pride as your ball sails clear of the wall before dipping 
majestically beneath the keeper. Well that's the theory anyway... 
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GAMES FOR A LAUGH 

The simplest way to start playing ISS Deluxe is through the standard Open Game. This 
mode is always a laugh and certainly the most hassle free to set up, although it may 
now be played as a mini Tournament or League. Those players in search of a bigger 
challenge are directed to one of the game's two major Tournaments. The first, 
International, puts the player in the qualifying rounds of an International Knockout 
cup. The second. World series, plays more like a league with the player up against 36 
other teams. Both present a massive challenge and no tinkering with the opposition's 
capabilities to make your task easier is allowed! 

( COMMENT 


Bigger better and badder is the 
badge ISS Deluxe wears. 
Certainly I could have written a 
further 20 boxouts and still not 
have covered all the game's new 
features. With that in mind, you 
might wonder if all these new 
features get in the way of the 
garneplay. In short, they do not. 
The game is as instantly accessi¬ 
ble as ever - more so, in fact, thanks to the 
improved speed, intelligence and player moves. 
The rest merely enhances the overall ISS Deluxe 
experience and ensures the sort of depth that'll 
keep players returning to the game time after 
time. It's certainly worked for me and my fingers 
are itching for another go - or another pasting as 
is usually the case - and to find out if altering my 
midfield and playing the forward push strategy 
will improve my shoddy performance. The four- 
player mode is truly a gift from above and the 
icing on an all-round fantastic cake. Better than 
you could have imagined and it just keeps 
improving with each play. 


picture. 
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SHOW US YOUR 
TACKLE 

Where the original ISS had the 
sort of eagle-eyed refs that 
could spot foul play at 500 
yards, ISS Deluxe finds players 
getting away with some very 
cynical manoeuvres indeed, and 
even offers more ways of per¬ 
forming these moves. In terms of 
the good old 'honest' tackle, the 
basic charge and sliding moves 
remain the same, although skilled 
players may now win balls from 
behind by performing a sweeping 
sliding tackle (a quarter circle on 
the D-Pad and A) without risking 

the red/yellow card that was almost inevitable in ISS. On the dis¬ 
honest side, though, shoulder charges are very much in order, as 
are blatant two-handed pushes from behind that either send the 
player stumbling or tumbling depending on proximity - and all 
with a better chance of getting away uncarded too. The commen¬ 
tator's usually wise and greets your underhand tactics with cries of 
"No foul?!?" or "Dirty play ref!" Dirty grasser. 








SPEECH THERAPY v 

You're probably beginning 
to get the idea by now that 

practically every aspect of jT 

this awesome game has ^ ,1 

been tweaked, twiddled ^ ■' * ' ' --t 

and transfigured in some ' 

way. Perhaps nowhere is ‘ %__ _ 

this more obvious than in 
the speech - there's a ton 

of it and it's all clearer . _ 

than before. In total there i ^ 

are some 59 speech sam- ) 

pies that comment on ^ 

great moves, terrible fouls ^ 

and superb goals - every 

aspect of play in fact. The ^ 

commentator's voice is that •* 

of Allan Schintu - the same ^ ^ 

guy who did the samples 

In the original ISS. Mr Schintu works for Mickey's 
Company, apparently. An organisation that spe¬ 
cialises in providing speech samples to the 
games Industry - talk about niche marketing! 
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I CHALLENGE THEE 

" Now you feel fully trained you may want to test some of your 
new-found skills without risking the embarrassment of an early- 
round defeat in one of the many tournaments. Enter the 
Challenge mode. This places players In one if six varied situations 

I which include such things simple dribbling flag-capturing exercises 
and other situations that challenge a player's mastery of the basic 
soccer skills. Each of these challenges has four difficulty settings 
too, ensuring none is a Sunday afternoon kickaround In the park. 
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SCENE AND HEARD 

A greater test of a player's skills comes in the Scenario mode. This 
drops the player in one of 12 "crunch time" situations. You know 
the sort of thing - In charge of a crap team and two-nil down with 
only 30 seconds left to save the day. Each scenario is rated 

. ^ between one 

iE3tfT/ and five stars 
iNlillffli 'iftlSifeW' depending on 

fNOlfal implausible- 
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SUCKERINB A DUMMY 

Now that the CPU teams have been dealt a better hand in terms of Artificial 
Intelligence, human players are going to have to do more to trick them, hence 
the increased number of moves available including this one - the dummy. This 
move is simple in theory but harder to use effectively in practice. By quickly tap 
ping the Y button twice and following it up with a directional D-Pad press wher 
in possession, the player goes into a sort of dribble and knocks the ball in the 
direction chosen. This has the effect of sending the opposing CPU player the 
wrong way. By repeatedly pressing the Y button it is possible to perform a 
dummy run, making a mockery of the midfield and dunces of the defence - 
remarkable. 
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RESET It XT ir 

NUMBER or 
STRATEGY 




DON’T SPEND IT 
ALL AT ONCE 

For the real, real ISS tweaking 
I nutter there is the rather neat 
Edit Player feature. This feature 
gives the gamer a limited 
number of points with which to 
allocate throughout the whole 
team. Given that there are 
now a total number of nine 
player abilities, each incre¬ 
mented into ten units, 
this can 
become 
something of 
a juggling 
exercise. Do 
you increase 
your Goalie's 
intelligence, 
alter the tack¬ 
ling skills of 
your lacklustre 
midfield or the 
shooting skills 
of your two 
Strikers? Who 
knows? Not me, my brain 
hurts enough already. 


NOT FADE AWAY 

One of the really frustrating 
features of the original ISS was 
the fact that the CPU just 
plainly refused to let you play 
[ the advantage after a stop¬ 
page, leading to many a tooth¬ 
grinding pause with the oppo¬ 
sition return¬ 
ing leisurely 
I to their 
positions 
whilst you 
waited, 
missing 
many golden 
opportunities 
I to catch 'em 
' off guard. 

I Thankfully 
this oversight 
has been cor¬ 
rected in ISS 
Deluxe and 
free kicks, 
throw-ins and the like can be 
1 taken pretty much straight 
I away without the opposition 
resuming formation and spoil¬ 
ing your plans. Hoorah for 
that. 
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PITCH 


SHAUN 


In my opinion International 
Superstar Soccer is the best 
footy game to be produced for 
the Super NES, so how does 
ISS Deluxe compare? The first 
thing to comment on is the 
amount of options there are, 
with Konami coming up with 
everything a die-hard fan could 
think of. Once into the game you realise how 
much the gameplay has been improved. ISS 
Deluxe is much faster and the scrolling is 
incredibly smooth. It also doesn't seem to have 
the minor faults the first one did, like waiting 
for the ball to land when you control it or 
being able to score that standard goal when 
you round the keeper and tuck the ball into an 
empty net. Saying all that, people may look at 
this and think it looks exactly the same as the 
first. All I can add is play this once and you 
soon realise it's a whole new ball game. 


INVASION 

And we mean it too! ISS Deluxe gives gamesters the boggling choice of eight differ¬ 
ent stadiums, each with their own size, graphic background and niftily-mowed pitch 
surface. Naturally there's more to each stadium than meets the eye. It soon 
becomes apparent that some pitches play faster than others. As a general rule of 
thumb, those with broader, straighter-mown grass stripes tend to provide speedier 
playing surfaces - Spain's is among the fastest. The pitch speed scenario can be 
complicated further by adding any one of the three weather 
scenarios into the mix. Fine weather 
is standard, whilst snow or 


rain have a very unpredictable 
effect on both the ball move¬ 
ment and the players' turning 
abilities. Each of the eight sta¬ 
dia has its own unique crowd 
noises too, right down to the 
samba schools in the Brazilian 
home ground. Carambal 
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IF THE HANDICAP l>: vV 

FITS... I ~ ■ - 

Ensuring that no single aspect of * 
the game remains untweakable, the Handicap 
option allows soft gamers the chance to play 
their team as a full squad of tactical geniuses in 
the peak of fitness against a team of wheezing 
pensioners with lobotomies. There are in fact, as 
has already been mentioned, five difficulty set¬ 
tings that effectively alter a team's intelligence. 
There are also a further five health settings that 
range from Linford Christie standard to Pa 
Steptoe. Gamers may then alter the number of 
players they - - , _. 
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FORMATION OANGING 

Unsurprisingly the Formation option has been 
altered too - and howl It hardly needs saying 
that there are more formations from which to 
choose - 16 in total. These formations may also 
be broken down further allowing the Defence, 
Midfield and Attack to be moved independently 
as a whole or as individual players. And 
then there is the option to decide which of 
the eleven players takes part in any one of 
the eight strategies with the Attack 
Participation option. Basically, if combined 
in with the Substitution option, it is perfectly 
possible to place whichever player desired 
wherever you chuffing well want! 
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the biggest reason to pur- 
chase this fine title • it's 
four player compatible! 

I Not only that but it's four 
I player compatible in just 
I about any play configura- 
I tion you could care to 
I^HBI / mention. To aid players in 
/ the inevitable problem of 
/ distinguishing exactly who 
i is controlling who, each 
m human player is allocated a 
W^wm circle, star or other such sym- 
bol that marks the player they 
are currently controlling. You'd 
expect a fair amount of slowdown 
in full four-player mode. True, the 
game does shudder very slightly on 
occasion, but it does this in single play¬ 
er mode too and very infrequently at 
that. 
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GET ‘EM OFF 

Another new feature with its feet planted firmly in 
the nice-but-ultimately-useless category is the 
Substitution sequence. Previously players wishing 
to remove their ailing players and replace them 
w^ith fresh ones had only to press the select but¬ 
ton and wait until the ball went out of play. In 
ISS Deluxe this action remains principally the 
same except that, once the substitute has been 
selected he can be plainly seen warming up on 
the side of the pitch whilst the trainer stands on 
the sideline holding the player number cards 
aloft. Well, it all adds to the realism I suppose. 




GRAPHICS 

A New backgrounds, 
sprites and much better 
animation routines. 


▼ Although, to all intents, 
they do look exactly like their predeces¬ 
sors at first glance. 


SOUND 

A 59 individual voice 
samples, great effects and 
a different crowd ambi¬ 
ence for each of the eight 
stadiums. How's that! 


PLAYABILITY 


A I could write a whole 
chapter here. Basically 
every aspect of the game- 
play has been altered from 
the original - very much for 
the better too! 

▼ Tends to slow down ever so slightly on 


LASTABILITY 


A Practically everything is 
permitted. Alter player 
stats, fart about with for- 
motions, tamper with tac¬ 
tics, choose any one of sev¬ 
eral challenges and much more besides - 
all with fantastic four-player compatibili¬ 
ty. We're talking deep here. 


OVERALL 


Massively 
improved on 
counts and a shin- 
ing example to all 
others of what a 

sequel should truly be - and then 
some. A game of many halves that's 
completely brilliant in every way. I 
can say no more than that. 



















SUPER NES 


Here Michael Outram provides all the 
codes, for all the characters, in all the class¬ 
es, For StarFleet Academy. Before each 
code, input the following letters for the rele¬ 
vant trainee: XAA - Leonard McCoy; XLL - 
Pavel Checkov; XRR - Scottie; XXX - James 
‘V Kirk; XYY - Mr Spock; XBB - Hikaru Sulu. 


Freshman 

(-); RAXABXRA 

(-); RLYYYXRYY 

(-); RYYRRXRYL 

(-); RBAXBXRYB 

(-); RRXYRXYXA 

Sophomore 

(-); LXXABXYXY 

(-); LAYYYXYXB 

(-); llyrrxyxb 

(-); lyaxbxyxa 

(-): LBXYRYBBX 


Junior Class 

(-); LRXABYBBL 

(-): BXYYYYBBX 

(-); BAYRRYBBY 

(-); BLAXBYBBX 

(-): BYXYRARAL 

Senior Class 

(-); BBXABARAA 

(-); BRYYYARAY 

(-); AXYRRARAR 

(-); AAAXBARAL 

(-); ALARYARAA 


Michael adds that it's possible to battle up 
to three enemy ships during practice. To do 
so simply press Up on the D-pad when you 
are asked to select an opponent. 


There has never been a more exciting month for NMS. Soon you will be experienc¬ 
ing all the great stuff we're playing now to bring you the reviews. Titles such as 
Doom, Weapon Lord, Urban Strike, Primal Rage, and of course Killer Instinct. 
Though we've already begun player's guides on most of these titles, we still expect 
you to keep an eye out for any cool tricks we may have missed. If you think you 
can achieve that, we'd like to hear from you. Chin down! Guard up! Okay, go get 
'em!!! Mail your claims of gaming prowess to: EYEDOL LAYABOUTS INC., Small 
Tips, NMS, Priory Court, 30-32 Farringdon Lane, London, EC1R 3AU. 


PASSCODES 

STAR TREK &F.A. 


Recognition, in the form of two Konami 
games, for endeavour above and beyond 
the call of duty, goes to Ross Webster this 
month. His Supa Dupa Cannon Fodder find¬ 
ings prove the man has guts to spare. 
Anyway, here's where he says to look: 

Missile Boosta: On Mission Eight, Phase 
Three, go to the bottom-right corner of the 
area, and walk into the back of the large 
bush. 

Bullet Proofa Vest: On Mission 12, Phase 
Four, after you've blown-up the turrets and 
boarded the helicopter, fly to the top-right 
corner of the area. The vest is encased by 
the fat snowman. 

Ranka Boosta: On Mission 16, Phase Two, 
go to the top-left corner of the area. The 
Boosta isn't hidden, so just look for the Four 
Star General decoration. 

Trooper Boosta: On Mission 20, Phase 
One, search the middle of the area for a big 
yellow 'S.' This maxes out your soldier's 
supplies. Careful of the spike nearby! 

Troop Boosta: On Mission 22, Phase Two, 
blow the helicopter with grenades, then 
rocket the turret in the bottom-right corner 
of the area. The Super Boosta being guard¬ 
ed here provides you with the ultimate 
troop. 

Ross Webster, Portadown, County Armagh, 
BT62 3NG. Northern Ireland. 


LEVEL SKiP 

REN AND STIMPY 


SUPER NES 


We needed an excuse to print this crazy 
peecture of Ren & Stimpy, so we dug up thi 
code. On the Veediots screen, press Left, 
Right, A, Left, Right, Left, B, Right, and X. 
You now have the option to skip stages. 


Should you have fallen head over heels with 
Jelly Boy, here are some codes that might 
sweeten you up. First enter this code; it trig¬ 
gers all the rest: 


HHHHCP 

MEMTHT 


DHTWHW 

SCHMLM 


For 10 Lives 

WHCTLH WMFPCP 
RWTVWW TTCTLW 

For 20 Lives 

STSHTY NRTCLW 
FHSMGS SHLWTN 


One Note Per Map 

YRRTLW WFCMGW 
HBUCBW HLGHWD 

Open Locks 

MTBCNM MTGWTT 
PMYWIC TSMFTM 


FINAL CODES 

FEVER PITCH 


SUPER NES 


The three stars are Steven Eastwood's reward 
for his great effort. Only a fraction of which is 
represented here. We thought all the Easy and 
Medium codes underestimated the power of 
an average NMS reader. Anyway, here's the 
codes for all England's finals in HARD mode. 


Versus Saudi Arabia 

WBBBBBLCLKM+W 


Versus Germany 

WMMBBBVB12L+9 


Versus Nigeria 

WBBBBBLRTXV+H 


Versus A!I-Stars 

WMMBBBVDGIV+T 


Versus Argentina 

WBLBBBVHD9B+T 


SUPA DUPA POWER-UPSI 

CANNON FODDER 


SUPER NES 


SECRETIVE STUFF 

JELLY BOY 


SUPER NES 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 . 











































BE ANY SHIP 

STAR TREK S.RA. 


SUPER NES 


★ ★ ★ ★ 


With the aid of Neil Porter's cheats, aspiring 
StarFleet pilots may take control of any ship 
through the bridge simulator. Access one- 
player Battle Simulation from the title 
screen. At the ship selection screen press 
and hold the L, and R buttons together with 
SELECT. Now press A, X, A, X, B, Y, B, Y, 
then release the L, R, and SELECT buttons. 
You may now fly as or against the Klingon 
'Bird of Prey,' the Romulari^' 'Phoenix,' or 
the awesome Excelsior. Either choose to 
fight or exit and select two-player Battle 
Simulator. Once there press and hold the L, 
R, and SELECT buttons. Now press X, A, X, 
A, Y, B, Y, B, then release the other buttons. 
Now, in two-player mode, you have the 
choice of the Phoenix, Corn, Tholian, 
Excelsior, AND Venturi!!! Fanbinolah! 


SUPER SHORT CUTS 

SUPER MARIO KART 


SUPER NES 


★ ★ ★ ★ 


Experts already hove these secret routes mapped 
onto their brains. For the beginner, however, this 
knowledge is like gold dust. You have Robert Pitt 
to thank for revealing two of the lesser-known 
short cuts, plus some weird stuff too. 

Choco Island 1 :With the feather in reserve, 
half-way through the mud lake turn right. 

Head toward the barrier and jump over it. 
Ahead of you is a jump, which bounces you 
back onto the track, half a lap in front of the 
other Karts. 

Koopa Beach 2:After driving through the sea, 
use a feather to jump over the barrier. Keep 
going straight ahead to get out using the 
jump. Again you will have cut half the course. 

Weirdness #1 :On Vanilla Lake, during a 
Match Race against another player, use the 
feather to leap into the middle. As Lakito lifts 
you Kart from the mire, quit the race. Your 
Kart should float out of the middle and land. 
Weirdness #2;Select Ghost Valley 1 on Time 
Trial. Knock out all of the blocks around the 
finish line. On the fifth lap don't cross the line, 
but fall of the edge instead. The screen should 
scroll across, taking you across the line with it. 
You'll also see your Kart land then drive away 
in the distance. 


ONE GOAL ViCTORY 

INTER SUPERSTAR SOCCER 


SUPER NES 


★ ★ ★ 


EXTRA CAR 

MICRO MACHINES 


GAME ROY 


★ ★ 


Brian Bishop has found a way to win at ISS, 
with both hands tied behind his back, and a 
Jaffa orange stuffed in each eye. In any Cup 
or League game, played under any difficulty 
setting, choose Brazil (they're the most skill¬ 
ful.) Score just one goal, regain possession 
of the ball after kick-off then do nothing. It 
is 100% guaranteed that the other team will 
not be able to take the ball from you. Worth 
three stars if only for the cheek of it! 


So it's only one extra car, but Abdul 
Quaium's cheat is worth two stars because 
it's so clever. During the second race - the 
Sports Cars - pause the game while jump¬ 
ing off the folder onto the next table. A 
fuzzy line moves across the screen to show 
the cheat has worked. 


EXTREME DUBIOUSNESS 

SUPER METROID 


1 ETCH-A-SKETCH I 

1 RETYPE 


GAME ROY 

★ ★ ★ 


SUPER NES 


★ ★ ★ 


We're really not sure whether to believe 
this, but Justin Servis' claims seem legiti¬ 
mate enough. So here goes, remember the 
old 'Justin Bailey' cheat for Metroid on the 
NES? Well Justin reckons he was hammer¬ 
ing away at the B, A, L, L, and Y buttons 
during the end credits, when he noticed that 
Sarnus appeared wearing a different hel¬ 
met. Hmmm... 


Another Abdul Quaium discovery. For the 
old Irem classic R-Type, a few seconds after 
the words Press Start appear on screen, 
press Down, Left, A, and B simultaneously. 
You now have access to a hidden drawing 
program! 


FULL POWER-UP 

WARIO BLAST 


GAME ROY 


SECRET CODES 

TRUE LIES 


SUPER NES 


'k iE 


Begin the game with 
every power-up imagin- 
ab!e using this code: 
2264. From Alistair 
Brown in Cupar, Fife. 


Don't everybody cheer all at 
once! Here are Steven Park's 
magniferous codes for True 
Lies. Some of which are totally 
Top Secret! 


Infinite LivesBGLVS 
Full WeaponsBGWPNS 
Infinite ContinuesBGGRLY 
Level TwoBRHFJRP 
Level ThreeTSNJMLC 
Level FourCQLGFN2 
Level FiveDB2JJMY 
Level SixJB2NKGN 



Level SevenFKPKLHK 
Level EightNMTJSKC 
Level NineKYNCRYM 



Here's an extension on Richard Murtagh's 
cheat from issue #35. Pause the game, then 
press SELECT 16 times. Once Wario is flash¬ 
ing, press and hold A and B together then 
slide the cursor over to whichever item you 
wish to affect. Not only can you change 
Wario's hat, you can also maximise 
whichever part of his inventory you wish - 
lives, cash, you name it. Excellent. 


How could we refuse a cheat from Paul "Big 
Bad Shug McMental" Muir! He claims that 
there is an easier way to snatch the Gold 
medal than by challenging Goldwyn. Use 
the A button to select the Gold tournament, 
and the name should now read Bronze. 

Now it's only Bronsen standing in your way. 
The only drawback is you are still required 
to achieve a Gold standard qualifying score 
on the Stunt Track. 


CAR BIZARRE 

CRUIS W USA 


ARCADE 


★ ★ 


We've ran with this cheat before, but some 
of you may have missed it. Press and hold 
View Two when inserting your coins. The 
Vehicle Select screen now offers the option 
of a Police Car, a School Bus, a Taxi, or a 
Motorbike! Luke Taylor got the measure of 
this one for us. 
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HANGAR 


1. After crossing the jagged walkway, a lij 
coloured section of wall to your right opei 
reveal a corridor It leads to a toxic pool, i 
centre of which is blue Combat Armour, i 


2. Head toward the / 
exit, but dwi'f hit / 

the sy^tcii, WWorn / 
to the room with W 
the ragged walk- 7 

Here the ^ 
pillar in the comer of 
the room has lowered to reveal a 
secret room containing a shotgun! * v., 

3. A lift in the corner of the secret room is 
triggered by a pressure pad at the open 
entrance to the room with the jagged*WQ^k^- 
way (where you enter at first.) Hurry*^o* catch: 
it the corridor is strewn with armour l^nusesT 


NUCLEAR PLANT 

1. To the left of the flickering light, a pale section of wall opens into a secret room. A 
switch inside opens a door to the outside, at the bottom of the east stairwell. Venture out 
there to find a Soul Sphere, Chain Gun, and ammo. 

2. The Red Key Card opens the door leading to another stairwell. At the top-left, there is 
an illuminated alcove which doubles as a lift. Kill the enemies inside the tiny passage, 
then turn your attention to the those inside the room seen through the window. 

3. Take the bridge over the toxic pool, leading to the lift area. Before stepping onto it, 
sound out the wall to the left. It leads onto the battlements. 

4. A switch on the far side of the pillar in the centre of the toxic pool opens a secret 
door to the right of the red-coded door. Explore this area until you find the Green 
Armour. Push the wall behind it to reveal a passage leading to some stairs, and the 
room containing the Chain Saw! 

5. But wait! Before high-tailing it round the corner, sound the wall at the top-right of the 
second flight. It opens to reveal a stash of armour. 

6. Retrace your steps to the maze, and head for the far east section. Between two dis¬ 
tinct verticals, a secret wall hides a back pack. 
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Stuck in a Nintendo aame? Call the official hints and tins Hotline on 01703 652222 
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TOYW RPFINBRY 

1. Flick the red switch found in the darkened basement to reveal a set of stairs, accessed 
from the start point. 

2. Here's where having the music OFF is of some use. Collect the yellow key from the 
Computer Room at the top of the stairs. Note the raised ledges that line the left-side 
wall. Now head back down the stairwell, listening out for the sound of a lift. Soon as 
that occurs, dash back into the room to catch the furthest ledge before it rises. This leads 
you to a passageway, connecting to the room containing the Soul Sphere. Hit the switch 
on the pillar to lower it. 

3. Charge back up the stairs, out into the Computer Room, to catch another lift before it 
rises - this time leading to Security Armour, and Rocket Launcher, plus ammo. 

4. Once you have the Rockets, wade through the toxic sludge that flows beneath the 
left-hand tunnel (as you face the entrance) to reach a narrow ledge. To the right of the 
switch - used to lower the secret draw bridge - nudge the wall to open a room contain¬ 
ing a Chain Gun plus ammo. 

5. Return to the start of the level. Ignore the drawbridge for the time being! Pass through 
the blue-coded door, and follow the path to the left. Same as Level One, approach but 
do not trigger the Exit Switch. Instead return to the beginning of the forked path and 
head down the right-hand route. There's a pale section of wall on the right-hand side - 
a secret door no less. With the Yellow Key you have access to an area that contains 
assorted useful stuff! 

6. Now, return to the drawbridge. Walk toward the wall on the far side, and prepare for 
trouble. Once the way is clear, head toward the end of the passage where the exit switch 
awaits. Before tripping this switch however, turn left and nudge the wall. It opens up the 
way to the battlements, where an Imp (probably you already killed him) guards a box of 
rockets. Now go back, and flip the switch to access the secret Military Base level! 






















CONTROL 

1. Straightaway turn to the left-hand wall, near to the door, for a secret room containing 
a backpack, amongst other stuff. 

2. Take the lift up to the round room, with the enclosure in the centre. Entice the Imps 
inside to attack then leg it back and use your rocket launcher. It should waste them all! 
Snatch the Blue Key and the Chain Gun inside. 

3. After clearing the adjacent room of Imps (a river runs through it!) obtain the Radiation 
Suit from the round room, then go back and dive in. Head to the left, as it takes you too 
a stash of Medikits and a Rocket Launcher. 

4. Still in the same room, carefully position yourself so that your back is facing the tiny 
lift. Bump the switch then immediately run backwards onto the platform. There is only 
one chance at getting this right, but there's a Soul Sphere waiting if you do. 







1. Climb the stairs to the room where two barrels 'protect' the wall behind. Shoot them 
to collapse the barrier between you and a Shotgun. 

2. Dive into this toxic pool, and head toward the corner where the colour is different. 
Yep, it's a secret room - containing a Rocket Launcher, and Blue Armour. 

3. As you stand on the look-out post, over the toxic pool, a bridge rises up out of the 
murky depths. Charge back to the stairs leading to the pool, and use the bridge to 
access the yellow-coded door. 

4. The stairwell, which heads off in two directions, hides two lifts. One to the left hides a 
Medikit. 

5. Ride the lift to the right and push the wall at the top. Push another wall immediately 
after entering to find a room with a Pentagram Teleporter on the other side. There's also 
a Blur Artifact. Bypass the Teleporter for the room beyond. It's dark in here so it's a good 
idea to fetch the Light Amplification Visor from the alcove in the South West. The exit is 
in the top of the room, but there's much more to do yet. Make your way back to the 
stairwell. 

6. At the bottom of the stairs, 1 80° from the entrance point, there is an alcove with a 
Medikit inside. Press the wall behind it for a Radiation Suit. Press the wall on the left for 
the Chain Saw. Press the wall behind that to enter search the courtyard for a Blur Artifact 
and Soul Sphere. 

7. A Computer Map, Chain Gun and Backpack are hidden behind one of these comput¬ 
er panels. 

8. The switch tripped across the second toxic pool opens a secret door back in the first. 
Also don't forget to ride the pillars that fall, to reach the Blue Armour and Ammo. 
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5FCRFT FffUTARY BASF 

1: From the room in the top-most area of 
the map, check out the disclouration of 
the wall. It's a secret door to a room full 
of pillars. At the far end as you enter 
there is an ammo box, but you have to 
run like heck to get it. The pillar it rests 
on carries you skywards. Starting with the 
box of rockets, run along the complete 
circuit of pillars - In an anti-clockwise 
direction. That's the only real secret here. 
The rest is just bloody hell! 


PH0F05 ANOWAIY 

1: Use the barrels to eliminate the Demons 
Basically aim to set off the mother of all 
chain reactions! 

2: As you emerge from the carnage, to 
your right is a secret door that hides a Soul 
Sphere. 


BARONS OF HFU 

We found an especially cheesy way of deal¬ 
ing with these foul fellers. It's possible to 
keep them trapped In their relative enclo¬ 
sures by positioning yourself at just the right 
angle. Otherwise, if you are really in trou¬ 
ble, leg it to the top-left point of the star to 
grab the Blur Artifact. G-g-good luck! 


COWPUTFR STAT!0^r 

1: Use this pillar to leap off into the toxic pool, over the south side of the walkway. There 
is a ledge containing a Chain Gun, and a Back Pack. A secret wall takes you back to the 
stairs. 

2: Repeat the same gag with the pillar, only this time leap off to the north. Hurry to the 
northwest corner. Ignore the Radiation Suit, but push the button on the right-hand wall 
nearby. Keep headed down the passageway until you reach the switch at the end. This 
opens a secret door In a far southwest corner of the Station. 

3: Return to the Radiation Suit. Wearing this, proceed north up the toxic duct, being sure 
to check out the Blue Armour from behind a pillar in the centre of the open space. At 
the end of the narrow passage there is a Soul Sphere. A door opens to lead you safely 
back to the start point. 

4: Return to the pillar, and head through the door nearby. Because you tripped that 
switch earlier, the Chain Saw is ready and waiting! 

5: Exploration rewards you with the Red Key - we're not going to hold your hand 
through all this! Once you have this, return to the red-coded door near the start point. 
Open it to get the Blue Key, which triggers all kinds of stuff! Head south - toward the 
blue-coded door - then into the room from where all the monsters are running toward 
you. Inside there is a secret panel that slides to reveal a path to the outside world. 
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DANCE! 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 


JAGO 


Ymi 


SHADOW iAIOVES 

Wind Kick: Triggered by the Fierce Low button. 
Endokuken: Triggered by the Quick High button. 


cuMuii 


NO MERCY 

- CHEVYS FROM HEAVEN 

B, F, 2. Position Jago about two 
characters away from his victim before 
giving them one serious headache! 


3 x->o 






NO IVIERCT - SLICE N’ DICE 

B, F, F^ 1. Jago uses his sword to disem¬ 
bowel his opponent. 


»v 


A PLAYER’S GUID 


Super NES Killer Instinct mimics the coin-op almost to perfection, which is 
why we find ourselves in a strange situation this month. Both the March 
and April issues of NMS carry extensive info on how to get the most from 
the game - which is great, except all this inside knowledge applies to the 
home version too! So many of you will already be able to transfer that 
knowledge to the joypad, without any extra help on our part. 

However we're no-longer having to camcorder some molten Kl coin-op for hoursl 
for screen-shots. Which means that, alongside the descriptions of moves, we now 1 
cise images to show you how it's done. Perhaps you could look upon these pages 
Player's Guide Deluxe. 

As usual with any extensive combat play guide, this one is split over two months. We 
ing away all the 'No Mercies,' and 'Humiliations' this time around, plus details on thl 
'Shadow Moves'. November's instalment is hoped to include the Eyedol cheat - woulc. 
you know Rare have at least changed that from the original! Meanwhile, we're getting . 
work on some all-new combos to take advantage of the improved system. If you discover 
any cool tricks you think we may have overlooked, we'd be glad to hear from you. It'd be 
great to see your contribution in the country's official play guide! 


ABBREVIATIONS 

B: Bock 
T: Toward 
D: Down 
HC: Half-Circle 
QC: Quarter-Circle 

Example: HCT = Half-Circle Toward 

Buttons E % and 3 = Quick, 
Medium, and Fierce High respectively. 
Buttons 4^ 5^ and 6 = Quick, 
Medium, and Fierce Low respectively. 
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DANCE! 

D, D, D, 1. 


CHIEF 


SHADOW iVIOVES 

Cyberdash: Triggered by the Fierce Low button. 
Plasmaslice: Triggered by the Fierce High button. 
Laser Storm: Triggered by the Quick High button. 


003000 SOBREHULF 


THUNDER J.3e^’50 


DANCE! 


D, D, D, T, 4 


NO iAIERCY 

- REIVIAINS OF THE PREY 
HCB, 6: An almighty whack from the 
Chief's Tomahawk sends adversaries sky¬ 
wards. See what comes down! 


SHADOW i\IOVE 

Tomahawk; Triggered by the Fierce High 

button. 


TJ COMBO 


I OSXe^OTHUHDER COMBO 


COMBO 


NO iVIERCY - C HIROPRACTOR 
B, B, T, T, 2: Too much stress can give 
you a stiff neck. Allow TJ to untie all 
those knots! 


'■ JX'-i 

NO oVIERCY - RING OUT 

HCT, 6: An unconscious opponent is no 
use to TJ, so he bangs 'em in your direc¬ 
tion. Lucky there's a TV screen in the way. 


FULGORE 


POT 




GEJ 


18^^00 PULGORE 


RIPTOR OOOOOO 


NO MERCY - STARE CRAZY 
HCB, 3: The android's eyes emit a sear 
ing beam of red light. Open up for 
Fulgore, baby! 


NO iVIERCY - HiVID UNIT 
HCT, 6: Stands for Head Mounted 
Destruction! Fulgore's free ventilation 


DANCE! 

HCT, 5 




SHADOW MOVE 

Powerline: Triggered by the Fierce Punch 

button. 


NO IVIERCY 

- THUNDER AND LIGHTNING 

QCT, 3: Electricity gushes from the heav¬ 
ens to fry Thunder's foe. 

















DANCE! 

HCT, 6 


SHADOW 
MOVE 
Searing Skull: 

Triggered by the 
Fierce High button 


NO MERCY - TENDERISER 

B, B, L 4: 

Soulswordstomachslashin'shieldspikin' 

TERROR!!! 


NO MERCY ~ FRIED NOODLE 
B, B, B, B, 5: Even a size-12 Wellie on 
the head couldn't protect you from this 
whopping lightning bolt! 


NO jVIERCY - CROAKING IT 
D, F, B, 4: Babe Ruthless gets up close 
and transforms the unlucky one into a 
Toad. Press Fierce Low to squish them 
afterwards! 


SHADOW iVIOVES 

Fire Cat: Triggered by the Fierce High button. 

Ichi (Ni-San): Triggered by the Medium high button 
Lasaken: Triggered by the Quick High button. 


MPTOR 


THUNDEI 


NO iMERCY ~ CHILI SAUCE 
B, B, B, B, 5: Ultratech's darling pet 
barfs poison over an adversary, causing 
them to fizzle into nothingness. 


SPINAL 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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/i 


SABREWULF 


DANCE! 

B, B, B, B, 6 


Jrt<iO 004^00 




DANCE! 

T,T, 1 


CINDER 






NO iVIERC Y - FETCH! 

B, B, 2: No matter how good a loser 
you are, the last thing you want is a pat 
on the back from Sabrewulf! 


NO MERCY - CLAW FINGER 
B, B^ B, 5: Oh yeah, right there. Mmm. 
hey! Ouch! Aaargh! Ak! Ak! Ak! 
Aieeeeeeee...!!! 


1 ! I ' ^ ^ 


S ill. 

SHADOW MOVES 

Sabreslap: Triggered by the Quick Low button. 
Sabreroll: Triggered by the Medium Low button. 
Sabrepounce: Triggered by the Fierce low button. 


00600?^/, RIPTOR 


CINDER AOtf^OO 


NO 3IERCY - HOT FOOT 
B, B, B, 2: A small pool of some molten 
alien substance absorbs fighters for fuel. 


NO 3IERCY ~ HEART WARi\L 
ING 

HCL 4: Alternatively Cinder transforms 
the fighter into a pool of molten mem¬ 
branes! 


NEAT MONTH 

We're hunting for the best combo-techniques, 
to bring you the best Kl combo-guide in 
the UK . You have four weeks to build the 
level of hand-eye co-ordination required! 


NO iMERC Y - HEART WARMING 
HCL 4: Alternatively Cinder transforms the 
fighter into a pool of molten membranes! 


NO MERCY 

~ TRAPPED UNDER ICE 

B^ B^ B^ 6: 'Playing it cool' is all part of 
the Ultratech gameplan. Unfortunately 
Glacius takes this all too far! 


NO MERCY - COLD HEARTED 
HCL 2: An Icy finger pierces the chest- 
bone and freezes the heart - along with 
everything else. 


SHADOW iVlOVE 

Shock Wave: Triggered by the Fierce 

high button. 


DANCE! 
L L B, 4 






















Welcome blood-thirsty dnet^^he TEi 
the NMS Primal Rage player's guide 
gods of Urth are V^ig^ Armadon, a 

expect that you ha^already^iNiT your teeth on the basics for 
each idol. O^ierwise BEGONE until you learn to honour your 
new lords.^iP^MEL! Wejshall suffer no lack of FAITH! 


PART TVTO - 03 


INAL instafment of 
onth's featured 
izzard. We fully 


These pages contain secrets dating back to before your kind 
were but a tiny mote in the ether. Once these three divine 
specimens have raged for your encouragement;^^ SEVEN 
shall come together and reveal their mysteries. For a price, 
NMS has been privileged to divulge the gods' post-mortefh. 
rituals. And so, to the battle grounds. 


I 




LOm^^dWN SNEAKV^egin up close with a Crouching Hig^ Qui|l<^ bo 
fof^Tome SJitkie^r, step forward then take a bite with ^ Higi Oui 
swoucbing low PowSr. ^ li 

_ - _ __ . 


W>y a Low Quick. Two-in-one a Standing Loj^ 
m' with a Grouping Low Quick and a 


VERTI 


j j’m ^ #■ 


Don't underestimate 
Vertigo's speeASIt 
^ay be slow in frmw 
but her distance 
attacks - the Scorpio 
Sting anlT^Caii 
- are designed TSTbt 
you unawares! Her 
long neck allows her to 
take chunks out of her 
rivals without risking 
her own flesh. Best of 
all. Vertigo's Voodoo 
Spell hypnosis is great 
for trapping fallen 
opponents upon climb¬ 
ing to their feet. 


COME TO VERTIGO A Jumping Low Fierce catches your opponent low down, enabling the Jumping Low Power to set up a 
High Fierce on landing. A standing High power prepares for the Come Slither allowing Vertigo to chomp away with a 
Stqpding Jdigh Power and Scqfpion Sfing. 


lASHINGS OF FUN Catch your opponent low in the gut with a Jumping Low Fierce, followed by a Jumping 
Low Power. Next move in close for a High Fierce, then Standing High Power two-in-oned into a Come Slither. 
Step m quickly for an on-the-spot Jumping low Fierce, a Jumping Low power, followed by a High Fierce on 
landing. Finish with a Crouching Low Power, two-in-oned with a Scorpion Sting. 


GZuD S2 
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If^s miewhatTOei^irs.iio more powerful 
adversiary in the coi;iE|>etUti 9 n than 
Armadori.^His basic techniques may be 
vieis^^ds luii^^ri|rg, not so 

effective|Pcf^>6b«4|r6n or Didmi - the two 
Jjsetter^man^d^ gods.’But nfs specials are 
'^TO^stCltincd You should have some clue to 
^his i^fenfii^wit;^ moves such as 'Bed-O- 
Nails' in his Vpdrtoire. Basically the god's 
bulKy combined with any special attack - in 
^urjy^ufbr .the Iron Maiden - Is sure to tear 
strips off^ an opponent's energy! 


STAMP OF AUTHORITY 

t)ocs not work agoinst 
Talon! After jumping in 
with a Low Quick, keep 
thq, ground shaking with 
a Jumping Low Power, 
another Jumping Low 
Quicli^Jhen another 
^mplng Lo^ Power. 


DIVE BOMBER Terror jrom the skies as Armadon comes crashing down with Low Quick, straight 
into a Low Power-^MOx^in for a High Quick, then duck to two-in-one a High Quick with a Low 
Power. Round off with a' Rushing Uppercut. 


STOMACH CHURNING 

Come down hard with a 
jumping High Fierce. Emerge 
with a Jumping High Power. 
The final routine Is High Fierce 
up close, followed by a High 
Power, two-in-oned with a 
Rushing Uppercut. 


OUTA MY WAY! Keep the D-Pad in 
the Up-Toward position as you exe¬ 
cute a Jumping High Fierce, a 
Jumping High Power; then another 
Jumping High Fierce, and another 
Jumping High Power! Upon landing 
go for a Crouching High Fierce, 
Crouching High Power, then cele¬ 
brate with a Hornication Uppercut!!! 
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HEAD TO TAIL When up close, do a High Quick, a High Fierce, then High Power - all standing. Use the Come Slither then step in to duck Into a Low 
Quick, Low Fierce, Low Power combo. Simple, but damaging in the extreme! 















BLIZZARD 

Players have the opportunity of being extremely flash with Blizzard as their god. Ever been 
made to look like a fool? It happens a lot when you're up against Blizzard in the hands of a 
pro. Attempt any kind of jump in attack and Blizzard answers with his Ice Geyser. Edge toward 
him and expect icy breath to freeze those tactics dead. We're not saying he's the best fighter;^ 
just the closest to infallible. ♦ ^ ^ 


KINDA CROSS Dive in extremely 
deep, almost as if to cross-up your 
opponent. Do a Jumping Low Power, 
then crouch into a Low Fierce on 
landing, immediately followed with a 
Crouching Low Power. Two-in-One 
with an Ice Geyser. Now barrage the 
hapless god with a Jumping High 
Quick, followed by a Jumping High 
Power leading into an Air Thro^# 


NO WAY OUT Stomp on 

the opposition with a 

Jumping Low Fierce. Next do * 

a Jumping Low Power. The ^ 

next three moves should 

flow out of each other, they 

are Crouching Low Fierce, 

Crouching Low Power, then . . 

Ice Geyser. Now step in for the Punch Bog! Pur 
air with Low Fierce. Follow them up there with 


FROZEN STIFF A Jumping High 
Power culminates in a close-up 
Standing High Power. Two-in-One 
the High Power with an Ice Geyser 
to emerge as Blizzard lands. Set 
about the victim with a Jumping Low^ 
Power, then move in close for a 
Standing High Quick, a High Power, 
then a Quick Mega Punch to finish. 
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BRAIN BASH: Hold HQ+HF+LF, D, D, A, U, T 


GUT FLING: Hold HQ+HF+LF, D, D, D, D, U 


FLESH EATING: Hold HQ+LQ, D, D 


DIABLO 


INCINERATOR: Hold All, UA, D, DT 


CANNONBALL: Hold All, D, T, U, DT 


TALON 

HEART WRENCHING: Hold HQ+LQ+LF, T, D, A, U, D 
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THE DYING GAME 

We know how precious this kind of information is to those 
who hunger for it. So we're going to leave a couple of the 
best Fatalities for next month! Actually, Time Warner asked 
us not to tell. Which, w^^^|^j^ose, is fair enough. So here 
goes something. . ^ 

t High L: Lov^ - BK' 

Quick F; FieVfe'‘"- ' . 

Down U: ... 

T: Toward A: AwoT 


Example: HQ, D, D = H^rd 
High Quick Button, and^ne^ 
Down, Down 












hblp mwmwMm 


CZuS 56 


Stuck in a Nintendo game? Call the official hints and tins Hotline on 01703 0^^229 


Prepare for sights that horrify, and amaze! The NMS 
Weapon Lord Player’s Guide teaches you every secret 
move, and every Kill in the unwritten book, it is intended to 
get you all fired up for the Combo Guide, due next month. 
We knew you’d appreciate the gory stuff first! First of all 
though, let’s set some ground rules... 


Move 

Immediately after depriving foes of their last sliver of energy, begin the 
motion for the fatalit^^to follow up as a two-in-one. This catches them 
before they hit the ground. For example Korr's Knee Tarok. 

Fallen 

Begin the Kill once an opponent has fallen for the last time, and is 
motionless. For example Zorn's Corpse Striker. 

Post-Mortem 

Given that you have already performed a Kill, there is often still time to 
mutilate the corpse further with another - once the body has hit the 
ground. For examplejJen-Tbi's Leg Breaker. 


KILLS 

Decapitate: Knee Tarok 
Decapitate: Move + Tarok 
Disembowel: Move + Gut Slash 
Head Smash: Move + 360° Flame Strike 
Frenzy: Fire Storm 


Explode: Post-Mortem Heart Strike 
Head Burst: Move + Knee Tarok X2 
Triple Kill: Move + Gut Slash + 
Tarok + Heart Strike 
Quadruple Kill: Move + Gut Slash 
+ Tarok X2 + Heart Strike 


REPEAT AI< TER >IE 

Better accustom yourself to the way we talk, grunt! If you don't understand 
this^ you won't understand anything. Mung'a, mung'a? 

Twp-in-one: Is. where a special technique is begun while another is taking 
place. The intention is to lead from one attack with something the opponerit 
cannot block. 

Charge: No, don't run at your enemy. Quite the opposite in fact. Charging | 
a move means hanging back to muster enough power to execute it. 


ABBREVIATIONS 


T: Toward 

F: Fore (Slash, Thrust, or Strike 

A: Away 

unless specified) 

U: Up 


D: Down 

Example 1: QCT = Quarter 

QC: Quarter Circle 

Circle Toward 

HC: Half Circle 

Example 2: T, U, UT = Toward, 

B: Back (Slash, Thrust, or Strike 

then Up, then the Diagonal 

unless specified) 

Up/ Toward 


KILLING TCME 

When the dying breath of a fellow warrior is drawn a victor may demon¬ 
strate their mcratery of steel in three ways. All are fatal, and combinations 
of the three result in triple, or even quadruple death-dealings. Timing 
and positioning of your blades is crucial to bring these Kills into effect. 


KORR 

SECRET IVIOVES 

Heart Strike: Hold Bj U, U, D 
Knee Tarok: T, D, DT, T, Tap F 
Power Push: T, DT, D, DA, Tap B 
360° Flame Strike: Hold B, T, U, LIT 
Elbow Smash: T, T, Tap F 
Power Deflect: Hold F, T, DT, D, DA 















S CONDUCT 

PART ONE (OF TWO 


ZORN 


SECRET IVIOVES 

Shield Crack: Hold B, U, A, D 
Corpse Striker: Hold B, Charge 
D, then U, UT 

Demon Axe: Hold F, Charge A, 
then DT, T 

Roll: T, DT, DA, Tap B 
Axe Lift: Hold F, U, UA 


KILLS 

Disembowel: Move + Hell Fire 
Decapitate: Fallen + Corpse 
Striker 

Frenzy: Hell Grinder 
Decapitate: Demon Axe 


Head Burst: Move + Demon 
Axe X2 

Explode: Post-Mortem Hell 
Grinder 

Triple Kill: Move -f Hell Fire + 
Corpse Striker + Demon Axe 


SEC RET iVIOVES 

Prey Launch: DA, D, T, Tap B 
Phoenix Strike: Hold B, A, DA, D, T 
Falcon Strike: Hold F, U, UA, A 
Double Talon Strike: Hold B, T, D, T 
Reverse Claw: Hold B, U, U, D 
Air Frenzy: Hold F, U, T, UT 


KILLS 

Frenzy: Air Frenzy 
Decapitate: Move + Talon Blade 
Disembowel: Move + Falcon 
Strike 

Head Smash: Move + Phoenix 


Explode: Post-Mortem Air Tear 
Head Burst: Move + Talon 
Blade + Phoenix Strike 












SEC RET i>IOVES 

Aura Strike: A, D, DA, A, Tap B 
Shield Spike: A, T, Tap F 
Back Hand Blast: Hold B, A, AU, T 
Ram Toss: Hold F, T, UT, U 
Down Strike: Hold B, U, U, D 


wraith is #arcn ny... 

KILLS ' I 

Frenzy; Dgatf^Blade 
Decapitofe: Back Blade Strike 
Dtsembowel: Move + Shield 
Spike 

Behead: Fallen + Down Strike 
Head Sma^h: Move + Back 
Hand Blas^-- 

Explodeii^t-Mortem Leg 
Breaker 


Disembowel: Movq 

Head Burst: Back 
+ Back Hand Blast 
Triple Kill: Move 
Spike + Down Strike L eg 
Breaker / 

Quadruple Kill: Mo^ Mp \ 
Shield Spike + Down Strain—^3 
Back Hand Blast + Leg Breaker 


DIVADA 


SECRET ]Mr|^S 4 

Orb of Souls: Holc^D, D, 

Hell Deflect: Hold F, A, D, T 
Heel Kick: T, T, Tap^F 
Soul Displacer: Hold B, U, U, UT 
Exit Teleport: T, DT, 


KILLS 

Decapitate: Move + Power Flip 
Head Smash: Move + Power Drill 
Frenzied Disembowel: Psycho Blades 
Explode: Post-Mortem Ground Blast 
Head Burst: Move + Power Flip 4- 
Soul Drill 


What'll you eat all 
my crisps and choccies with 
now then, eh! Nyuk-nyukI 


C'mon Divada, dear, admit it - 
you ate my lunch! No? Oh, well allow me 
to find out for myself! Broo-hah-hoaargh! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 











Bane rates 

j[amoiw the top three 
l^rs in Weapon 
' for big thrill value! 


BANE 

SECRET iVIOVES 

Iron Fist: A, DA, D, T, Tap B 
Head Rocker: T, D, T, Tap B 
Curse Slam: Hold B, T, UT, U, D 
Fang Gutter: A, DA, T, Tap F 
The Mutilator: D, D, Tap B (repeat for 
more hits) 

KILLS 

Explode: Move -f Curse Slam 
Head Smash: Berserker 
Disembowel: Move + Fang Gutter 
^ Move + Cursed Kick 

Smash: Move + Skull Crusher 
f H<|ad Burst: Move + Cursed Kick + 

\ Beiserker 

iDduble Kill: Move + Fang Gutter + 
(Berserker 
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Guilloi^ $ti 

then 

Power S(ks^ 
Widow 

Power VauttH 


(, UA, A 
'B, Charge D, 


DA, T, Tap F 
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|ux A 
B, Charge A, then DT, 


KILJ^S 

Explodbt FcMien + Inferno 
Web Wrap: AAove + Web Rip 
Skull Clean: Move + Warp Spider 
Frenzy: Chaos 

Decapitate: Fallen 4 - Guillotine Strike 
Dismember: Move + Web Rip + Widow 
Grip 


NliXT MONTH... 

Who is Korr's missing brother? First per¬ 
son to write in with the correct answer 
gets a prize worthy of a Barbarian! If you 
discover any trick(s) you think we may 
miss for the Combo Guide, address them 
to Weapon Lord at the usual address. 
They may well feature in the guide! PLUS 
the Master Password ~ control Zarak in 
Story Mode! Don't miss it! 

:viANY THANKS TO... 

...Simon 'Robotester' at Ocean Software!!! 
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^s the new football season kicks off EA gets set to release their next 
installment in the FIFA series, FIFA Soccer 96. Sales for the original were 
disappointing on the Super Nes so will this have what it takes to win the 
battle for the Premier league or will it end up being reiegated to the 
Vauxhall conference? 




REVEW 


Exclusives 


fc=nrF^/A\ 
u u u iMx 
soccen 


CART SPEC 


m BY: EA 
m PRICE: TBA 

• RELEASE: OCTOBER 

m GAME TYPE: SOCCER SIM 

• CART SIZE: 16 MEG 


GAME FEATURES 


m NO. OF PLAYERS: 1-5 
m HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 

• OPTIONS: Loads 


GAME INFO 


• GAME ORIGIN: Based on 
the greatest game ever creat¬ 
ed 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Beat Man 
Utd 9-0 

• ALTERNATIVES: ISS from 
Konami is the only thing that 
comes close. 


MLtSM 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Very gooi 

( a ) Shoot 


Sliding tackle 


Start: Pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: PROBE 

• DISTRIBUTED BY: EA 

• MADE IN: UK 

• ARTWORK: EA 


96 is a serous football game soccer 

Ss4ll find harcMo ignore hut how do® it differ__ 

the originai^ biggest rmprovemeni is that thd 
players have been fully rendered using ■ 

statfons wHtnh gives Jhe game even moEezrealism. 

the dptr^ fb choose between 
Intemattonals or league teams fcom thw respec- 
five countries^ tun ms skill rating is ^pr®errted 
by a sen® of go ld bais&. The longer the^gold bar, 
the: rnbre skillful the team are-tn that parfeuiar 
application. The six skfil roiiags are bssed on 
sfeautri^Punhing^ pdOT t acUin g, tending 
, dnd oltarking. The team is also ^en an general 
sieli tbtdL 
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One aspect that all fx^sionate supporters love, 1^ 
the option to pick thpf favourite side and have 
the octuoLplayers in t|fe line up. FIFA 96 has 
added this to all the’league and international 
teams but once again^Matt Le Ttssier struggles tbj 
impress the progroeflr^ers and stHI finds himself 
on the bench for En^ildnd. Every team has 16 
players to choose frc with all the players bein^ 
individudly rated in 14 skill categories. The coii|h 

puter automaticdU 
ly selects the 
strongest team 
with the option to 
change the team— 
when needed. 


COMMENT 
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. Few football games have anything 
like the reputation of the mighty 
FIFA. This is thanks, largely, to the 
tremendous amount of real soccer 
excitement the game manages to 
convey. Excitement that was sadly 
lacking from the original Super 
NES incarnation. So has FIFA 96 
managed to remedy this situation? 
Happily, yes! The game is miles 
faster, more smoothly animated and has been given 
a graphical overhaul thanks to some rather tidy SGI 
work. Other than that, the basics of the gameplay 
remain fairly untouched, although the addition of the 
power bar in the player ring is a bonus. Like Shaun, I 
find the slow camera and occasional lack of control a 
bit frustrating, but they don't distract too much from 
what is otherwise an excellent game - great in five 
player mode too. A worthy addition to any football 
fan's squad. 































also a peoctice nwde 
rclJSg^es the player the chai] ce 
^ghe moves and work on 
te+ng comliinations b^>re J 
ering into q toumement or 
yoff. M\ aspects oHhe game 
:^re fnom cornors to thro)«^i^ 
j^tc^to penalties. The whole 
or whatever. 


(ABO'/E) Of course this kind of thing doesn't happen 
real life. MU would never be so poorly placed. Never. 


^>elect Praetice 


cofrrrer Kick 
Penalty Kick 
Goaf Kick 
Throu^ In 
Passing 
snootout 
Level: Minimal ►- 


:!»tangings 

Arsenal 

Tottennam 

Everton 

Solon 

Queens PR 

Leicester 

Mancnstr u 


One of the best features of the original is the 
smooth gameplay when quickly passing up the 
field. Once again EA excel at this as the speed in 
which you can hit your opponent on the break is 
yet to be surpassed by any competitor. A key fea¬ 
ture is the removal of the power bar in the top 
right hand corner of the screen. This has been 
replaced with a ring around the bottom of the 
player. The length of time the button is held down 
wiii determine how hard the ball is kicked. 
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As vretl as the customary friendly match there or* 
a host of otter league and worPd tournam^ts fc 
choose from. 










LEAGUErChoose up to eight players to play one 
- onotter {or4Ho teogw Oiampk^ship 


TOURNAA^NT: Choose a teanri {p 
play in a leagae vs^h asly the past 
going through-to the k nocko ut 
stage to decide tbe-winner. 


PlA^QFFSTEnter straight ieio the - , 
knockout stage of the ctg> wttN>i^t^ 
haying to piay the lea^e stage 
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^ r Nice presentation - shame about 
the teams (arf, arf!) 
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Mono Att.-irlc 

I i»i)«i ii.-kll 

AM out uetenci All out Attack: 






iiMor pool 




Once a team has been sefeeted the player takes 
over the role of manager aad has to decide ho\v; 
the team should play dyring the game. 


TEAM COVERAGE:TbmalfeMB.ih^^ 
how far the defendpijB^ 
push up or if theyfleted to 
more deeply. j 




TEAM $TRATEGY:Tlii^lets the pkiyar choose which 
style they want theij* team to pkiy. Choose from 
long ball or go all 6iA attack or defend, There is 
also the option to select norreJThis ailo'»vs^+he 
computer to autorruafically sebct a strategy ond. 
ipendrnjg 


change it dependrnjg on how the g^me rs 


TEAM FORAAATIOn| finally there is the op 
tibrfMil( 


choose the formati^rjMiich best suits the ■ 
strategy. There are ja choice or five formations 


i ja cnotce or nve rormations 
setect from the usupb4-4-2 being able to 
with a sweeper. | 


Another scoop for ^ none other 

than John Motson the match coa^eekn^ The 
fomod^s BBC comm^rhator bos supp+red the game 
with all the usual wtfclsh that commentators like 
to spout on a Saturppy ofternoon. that's a ydlow 
card" and “it's a goqr are just a couple of the 
gems that old Mdd^ out with, h's just like 

watching Match of ^hreDay without having Ala n 
"cffen't livetpool ^ ^ * 

near miss or bad tackle. 




























(ABOVE) Hang about! This doesn't seem 
fair! Liverpool versus Germany? Oh c'monl. 


[t|<ing 3-0 and no chance to gjet back m the 
bme-, there rs only one option foul ^le opf 
tif n! And what better way qci^Vj|feis of be 
icfi a nice sliding tackle to :^ejd^ie5 from 
few^d, Ihe satisfaction of v^tcji 
>lg&_-around in a^ny is sraallj co^^n^^on f 
I ^Simmering that hasJoken ^Ifee during the 
rqB’LJs EP minutes of the mottlf 


■ If I have one small criticism of FIFA 
Soccer it's that I do not always feel 
in control of everything that is hap¬ 
pening on the field. It sometimes 
seems as if the computer has taken 
over and scored the goal on my 
behalf. FIFA 96 is a vast improve¬ 
ment on the original, and the 
SHAUN option of being able to select my 

favourite team and players is a real 
bonus. The speed and smoothness at which the 
game moves around the field is second to none. One 
slight problem is that when shooting from long dis¬ 
tances, the camera struggles to keep up with play 
and misses the all important moment of watching the 
ball hit the back of the net. That said, FIFA 96 should 
make up for the poor sales on the original and with 
the five player option I strongly recommend that any¬ 
one who is remotely Interested in football go out and 
buy it You wont be disappointed. 
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STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 






^’3 




m. 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


There is no greater feeling in a match than receiv¬ 
ing the ball twenty five yards out, lookrng up and 
firing the ball past the keeper into the top comer 
of the net. The crowd goes wild, alt the players 
run to embrace you, weVe done it, the cup is 
ours. Oh well I can dream can't 1? And such mar¬ 
vels are certainly possible in FIFA 96, but only as 
a result of a severe training regime or a brge 
amount of spawn. 


GRAPHICS 

A The fully rendered play- ^ 

ers are extremely realistic. 

From the look of the crowd 
to watching the players 
score or roll around in 
agony. The overall presentation is class 


SOUND 

1 

A Tremendous atmos¬ 
pheric chanting from the 
crowd and using John 
Motson for the commen¬ 
tary gives the game a very 
professional feel. 
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PLAYABILITY 


A The extremely smooth 
gameplay makes this easy 
to get into. However, it will 
take lots of practice before 
you can truly cll yourself an 
expert. 


LASTABILITY 

A Almost too many teams 
to play against/with. f 
Practically endless fun with 
the five player option. This 
is one game that will stay 
in the console for months. 


There is also the option to view every moment of 
glory or controversy by selecting the action replay. 
At any point in the game the past ten seconds can 
be called up, and relived over and over agam! 


OVERALL 

FIFA 96 is a huge 
improvement over 
the original. This 
title's destined to 

shoot to the top of ~ 

the table. We're certainly in for an 
interesting season alright! 
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cartoon^ 

Ijis portly 
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After playing this for a few min¬ 
utes you're likely to heave a huge 
sigh and shake your head deject¬ 
edly as you realise what you've 
got in your hands is another pre¬ 
dictable platform game. You'll 
sigh even more when you realise 
that this is probably the good 
news. There are no continues in 
this game meaning you have to 
meander through the whole thing 
time and again to complete it. 
What makes this worse is the fact 
that the controls, while not awful, 
are definitely on the sticky side, 
something that starts to frustrate 
soon enough. Fans of the cartoon 
characters might be tempted by 
this title but I advise a little 
French resistance. 




S0LD/£n SOLDIER 

There are three types of Roman soldier to contend 
with. The simple foot soldiers take but a couple of 
punches to dismiss. The spear throwers are trickier 
though, attacking from a distance and necessitat¬ 
ing some good dodging ability. The hardest are 
the sword-weilding centurions which need a darn 
good kicking to do away with. 


^ oiis french 




cornp'®" 9 Q good 
idea 'o 9 possib'®' 

Pj^'^'gep 

rtvoo don^; 

LES UPS DE PIQUE 

Pick-ups are fairly ordinary in Obelix. There are 
stars and coins which earn bonus points and food 
which replenishes energy, and occasionally a spe¬ 
cial power-up which makes Obelix/Asterix faster 
and temporarily invincible. 


RATINGS 

• BY: INFOGRAMES 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 2 MEG 

GRAPHICS 

^ Obelix and Asterix are quite well rendered, but the 
animation is stiff and the backdrops sparse. 

SOUND 

• Squeeze box Frenchie type music that grates. Not much 
in the way of sound effects. 

PLAYABILITY 

• Very easy to play, simple controls but a bit on the 
sluggish side. 

LASTABILITY 

• Once complete, never played again. If you can actually 
be bothered to complete it, that is. 

OVERALL 

A bland platform affair that does little justice for 
a couple of groovy cartoon characters. Expect to 
see it in the bargain bucket. 
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Primal suspects 

\JREVEALED!\ 


Address: 


Postcode: 


Signed by Parent/Guardian if applicable: 


No purchase necessary. Simply write to Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU, and a card will be scratched on your behalf. Phone for 
details 0171 972 6700, extension 2485. 
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WIN a monster Primal Rage coin-op 
WORTH over £3000! 


Ac 




at really 


^;rules 

^ -Employees of EMAP Images, Dixons Stores Group and Retail Ltd., 
and Time Warner Interactive Group, their families and associates, 
are not eligible tb enter this competition. 

-No cash equivalent to the prize is available. 

^Nojfcntries recfflMitirffer the closing date (30th November 1995) 
v^ilfbe accepted!^ 

• F-No correspondence'will be entered into by employees of EAAAP 
^♦nfdges, OljTons Stores Group and Retail Ltd. or Time Warner 
Interactive in all matters relating to the competition. 

-Due to the nature of the prize, parental consent is required if 
entrants are under 16. 

-UK applications only. 

-By entering you agree to take part in any post-event publicity. 


Have you entered our fantastic Primal Rage Scratchcard 
comp yet? Why the chuff not? Okay, so you've got to buy the 
game first, and buy it from Dixon's at that in order to collect 
your card, but those are small inconveniences to suffer con- 
■ sidering the awesome prize on offer - a Primal Rage coin-op 
worth over £3000! 


Primal Rage Competition 


i 


Grand Prize Draw 


Yes, 


my scratchcard number is 23, 642 


Name: 


For those of you who have already scratched away your card^ the 
lucky number in order to enter the grand prize draw is 23/ 642. 
If you have that number on your card fill out the form below imme¬ 
diately and send it off with your card to PRIMAL RAGE COMPE¬ 
TITION, Marketing Department, EMAP Images, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU. 

There's still time to enter too, the final draw won't be 
made until November 30. The overall winner will be 
notified by post and all runners up will receive a Time 
Warner goodie bag - whatever that is. Bet you'd 
rather have the monster coin- * 

op though... Dixons 


TIME WARNER 

























REVIEW 


CART SPEC 

• BY: INTERPLAY 

• PRICE: TBA 

• RELEASE: OCTOBER 

• GAME TYPE: PLATFORM 
m CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Sound, players 


GAME INFO 

• GAME ORIGIN: Sequel to 
the highly taxing Lost Vikings 
1, itself based on the antics of 
some Nordic no-hopers caught 
in the space/time continuum. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reached 
Pirate level 

• ALTERNATIVES: Lost Vikings 
1, Lemmings 7 and 2, Krusty*s 
Super Fun House 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 

rx) Use item 


Use switch 


Shield, slash, jump 


fart, 

® L:Se 
R:S€ 


grapple, run 


L: Select viking 
R: Select viking 

Start: Pause 
Select: Select item 


GAME CREDITS 

• DEVELOPED BY: BLIZZARD 

• DISTRIBUTED BY: INTERPLAY 

• MADE IN: USA 

• ARTWORK: c INTERPLAY 


There's an old saying ''If it ain't broke, don't fix it" Lord 
only knows who came up with this little pear! of wis¬ 
dom, but if mankind had followed it, we'd all still 
be hunting woolly mammoth and living in damp 
caves. However, it is just this philosophy that 
lies behind Interplay's forthcoming plat¬ 
form/puzzler, Lost Vikings IL 

The game, you see, bears rather more than a 
passing resemblance to its predecessor, graphi¬ 
cally. Blimey, they couldn't even be bothered 
inventing a new storyline - the Vikings, it seems, 
didn't quite escape the clutches of the evil 
Tomator and are still lost in the flux of time. 

However, if all that gives you the impression 
that this Lost Vikings 2 is just a mere rehash, 
think again. The game is actually much 
improved over what was a pretty decent effort in 
the first place, thanks to the addition of new, dis¬ 
tinctly not-human, characters and several new 
capabilities for each of the Vikings. All told it's very 
enjoyable, here's 
how... 


Tinnra 


THE NAJIES HAVE 
BEEN CHANGED... 

Realising that the Lost Vikings are in imminent 
danger of being found, the nefarious Tomator, 
swiftly sends out a droid to destroy them, once 
and for all. Just what the Vikings have done to 
deserve this sort of poor treatment remains a 
mystery. Suffice to say, for the sake of the plot, the 
time machine he intends to use to recapture the 
Norsemen breaks down, casting them adrift in 
time. The Vikings' first port of call is Transylvania, 
where an apprentice Witch promises to warp the 
lads home providing they can locate a selection of 
traditional magic ingredients. Six levels later and 
the Vikings find themselves warped but, tragically, 
not home. Instead they are transported to the 
dark ages where rampaging knights roam the 
platforms, intent on prematurely curtailing their 
jaunt unless they can locate the missing pieces of 

a broken time 
machine. Later lev¬ 
els see the boys 
swashbuckling with 
Pirates and getting 
back to the future 


amongst many 
others. 


BEASTLY BUDDIES 

Not only are the Vikings lost in time, at various 
stages throughout the proceedings they actually get 
lost within the game itself. If progress without a full 
complement of Vikings seems impossible help is not 
far from hand. A small amount of investigation usu¬ 
ally turns up one of two characters, themselves in 
search of the way home. They are Fang, a wolf- 
thing, and Scorch, a dragon-thing. Each has their 
own unique abilities to bring to the party. 

FANG: Fang's lengthy 
claws are just the tick¬ 
et for scaling those 
previously unscalable 
heights or sliding 
down sheer faces 
without falling to an 
untimely demise. Said 
claws are also very 
effective in hand to 
paw combat situations. 

SCORCH: Go on, take 
a wild guess at what 
this Dragon's special 
abilities are. You got it, 
breathing fire and fly¬ 
ing. Scorch is actually 
a bit of a junior drag¬ 
on and can only manage individual fireballs. His 
powers of flight are similarly limited to short dis¬ 
tances, although he does glide rather well. 


FANG 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


Rimw 


BALEOG:Still as adept as ever in matters 
of swordplay and generally being rather 
hard, Erik now has the additional use of a 
smart mechanical arm. A very handy item 
for grappling those hard-to-reach items, 
destroying those hard-to-kill baddies and 
swinging across those hard-to-bridge gaps. 
Truly a hard man. 

ERIK: Fleet of foot 
and hard of helmet, Erik 
now finds himself in pos¬ 
session of a spanking pair 
of boots that double his 
already impressive jumping 
abilities. His helmet too 
has been upgraded and 
now allows him to spend 
unlimited periods of time 
underwater without the aid 
of an aqualung or any¬ 
thing. Well they weren't 
invented in those days. 


BALEOG 


GRAPHICS 

A Bright and colourful 
with some nice animated 
touches. Nothing too won¬ 
drous, though. 

▼ All gets a bit muddied when the 
Vikings are stood together. 


SOUND 


A Atmospheric music to 
suit each of the themed 
gaming environments. 
Attempted Hip Hop intro 
music. Not bad at all. 
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PLAYABILITY 

A Easy to get into, hard to 
walk away from thanks to 
new moves, new characters 
and a fairer, well-graded 
challenge. 

T Controls sometimes prove a bit fiddly 
in tight situations 




LASTABILITY 

A Get's very taxing later 
on and the two-player 
option provides additional 
fun. 

T But you'll finish it one day and then 
there's no reason to return to it again. 




NORDIC KNOW-HO'W' 

So exactly what is it that Vikings get up to between periods of being lost? gathering new 
skills is the answer. Indeed, each of the Vikings now boasts at least two new abilities to aid 
them in their hopeless quest. 

OLAF: Big, bloated and, well, just big and bloated actually, Olaf's principal use in the 
original game was as a shield. This property remains to the fore as is his ability to use 
his shield as a glider. His new skills include being able to shrink to half his normal 
size and slip through the narrowest gaps. Something he has eaten is plainly dis¬ 
agreeing with him too, if his cavity-crumbling farts are anything to judge by. Olaf 
is also able to float short distances using his newly-found pumping powers. 


(BELOW) Don't 
look now lads, 
but there's a 
small cloud with 
boom on it 
sneaking up. 


TWO-PRONGED 
ATTACK 

But why battle home alone 
when you can bring a friend 
aong too? Luckily, Lost 
Vikings 2 has just such an 
option. There's no real fiffer- 
ence to the actual game- 
play, nor is there any fancy 
split screenroutine. Rather player two is able 
to take control of any of the two characters that player one has 
not selected and vice-versa. Good, eh! 


vikings i but 
found it lacking 
in the necessary 
stuff to keep me 
going through 
to the end of 
the game. 
Maybe that was 
^ to do with the 
frustration inherent in the limited 
abilities of each Viking, leading to 
some very linear gameplay. In 
LV2, though, these frustrations 
have been lifted by the Vikings' 
new features and the added char¬ 
acters. The whole thing is now 
much greater fun to play and far 
more forgiving - a much more 
rewarding gaming experience all¬ 
round. The levels are easy at first, 
but involving enough to draw you 
into the game, grading nicely into 
the sort that'll have you eating 
the carpet in bewilderment as you 
try to figure out which Viking to 
use where. All told, great stuff 
and a must-buy for those of you 
who like a bit more out of there 
Duzzle games. 


OVERALL 

An original and 
very involving 
game that might 
not be to every¬ 
one's taste but 
deserves investigation by the puzzle 
brigade immediately. 
































The Phantom. Superhero to gener¬ 
ations. Always in comics, cartoons 
and feature length films. Ahhh, 
who could forget the Phantom 
eh?...Well, me for one because I 
hadn't even heard of the purple 
chap until I was forced to write this 
review. It would seem to be an 
appropriate irony then that this 
game is likely to become as 
obscure as its superhero. And the 
reason? Well, blandness plain and 
simple. Sure there are plenty of 
levels to explore, lots of weapons 
and power-ups and some half- 
decent bosses to tackle, but 
Phantom 2040 is still very dull 
indeed. While the gameplay is pre¬ 
dictable it is more the sluggish 
repetitive action that will start turn¬ 
ing you purple. After playing it for 
a couple of hours you're likely to 
ask yourself, 'Why am I playing 
this?' and then switch the thing off. 
Of course, the better idea is to not 
bother buying it at all. 


The time: 2040. The place: Metropia. The scene: 
an apocalyptic urban wasteland. The hero: a 
lycra suited superhero called Phantom. And 
the plot: as predictable as ever! Let’s flog ^ 
dead horses!! 


Yep, as usual a decaying city is under threat of ^ 

absolute tyranny. This time it's Rebecca Madison, 

head of the Maximum corporation, the creators of I*_ 

Bio robots that have succeeded in putting every- J 

one out of work because, unlike their robotic 
counterparts, humans ask for money, get mis- 

erable and don't look shiny enough. ’ 

But there's still hope in the 
i shape of Phantom, a 

• * superhero with a I 

\ difference: he's pur- L 

^ pie. Join him as he 

punches, swings and fires 
. - ‘v his way through over ten 
areas of the city, picking up 
^ weapons and hunting down 

foes in the search for the means 
^ ^ y to defeat the evil Madison. Go gc 

' . . purple stranger! 


RATINGS 


• BY: VIACOM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 


Every superhero has unique 
capabilties. Except Phantom. Instead, he wears a 
pair of Speedo swimming goggles. Fortunately for 
him then, there are plenty of 
gadgets at his disposal. He 
starts of with an energy gun, a 
magnetic rope and the ability 
to kick and punch. There are 
plenty of other weapons to 
stick in the inventory like a 
homing missile, explosive pel¬ 
lets and a boomerang , all of 
which prove useful at various 
stages through the game. 


GRAPHICS 


4 Animation is fine but the graphics are nothing to write 
home about. Backdrops are supremely uninteresting. 


SOUND 


♦ Plenty of blasting sound effects. The music is instantly 
forgettable and instantly regrettable. 


PLAYABILITY 


4 No problems with controls and the like but Phantom 
2040 simply lacks depth . 


LASTABILITY 


^ Lots of places to explore and discovering them all takes 
time, but once you're done you're done. 


LOOKING ROPEY 

One of Phantom's most useful items is his mag¬ 
netic rope. In Spiderman fashion it enables 
Phantom to scale walls and swing back and forth 
Attaining a good degree of skill with the 
Inductance Rope, as it's known, is essentia! for 
beating the bosses. 


OVERALL 


A bland title involving an even blander superhero. 
Not worth the chips it's programed on. 


CZ2IS 
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Appealing more to younger Super NES owners,Turbo 
Toons is quite simply a racing game that features six of 
Hanna Barbara's famous characters. There are four dif¬ 
ferent leagues to compete in and five styles of track, 
each one owned by another familiar face, with 30 
tracks in total. The aim is, quite obviously, to win, but 
don't let that stop you grabbing power-ups that come in 
_ the shape of different coloured 
crystals, or giving opponents a 
S kick to send them in to a spin. 

I Turbo Toons also features a train- 

t. ing mode enabling players to get 


CRYSTAL TIPS 

Not ail crystals are beneficial. 
When a character picks up the 
black crystal they acquire a 
virus. It is represented by a rain 
cloud above them and It has the 
effect of diminishing their abili¬ 
ties. However, all is not lost 
because by running into other 
race competitors the virus is 
passed on. 


. _ some practice in on the vari- 

ous courses, and a challenge mode where the aim is to get as 
; many crystals as possible to spend on improving your charac- 

ter's abilities. Above all else, it's multi-tap compatible too, for 
’acing fun for up to five players. If you're ready then, it's time 
for everyone to yell "CAPTAIN CAAAVEEMAAN!!!". Ahem. _ 


SPENDGIFT 

During a race crys¬ 
tals of many colours 


many 

over a 

blue crystal 
expect a boost in 
speed, over green 
and a boost in grip, 

red for energy (which you'll need to use your 
turbo regularly) and so on. White crystals are dif¬ 
ferent. Collect these and they can be spent after a 
race on permanently improving either accelera¬ 
tion, speed, grip or fitness. 


Absolutely unbelievable! This 
game is so bad it made my dog 
laugh. There are tribes as yet 
untouched by civilisation that 
could make a better game than 
this. After playing it for about ten 
minutes I started to ask myself 
whether I was doing something 
wrong. Maybe this was lust a 
kind of intro game? Maybe I had 
to press start again to get the 
real game kicking in. Fat chance. 
Sven if Turbo Toons is intended 
for younger kids, that's no excuse 
for either its banality or its ridicu¬ 
lously poor graphics. This game is 
a miracle of bad programming. 
Just about its only redeeming 
feature is some half-decent 
sound effects and even that's 
being a bit generous. Not worth 
the dust that settles on It. 


CHALLENGERS! 


Challenge mode requires two players, although 
one can practice alone. The idea is to 
T 1 collect 50 crystals faster than 

I * ) I your opponent. This is good 

practice for improving turning 
4 abilities and reactions, essential 
B ~ for some of the more complicat- 

od courses. 


RATINGS 


• BY: EMPIRE 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM/RACING 

• CART SIZE: A MEG 


GRAPHICS 


4 Somewhere around 1985 I reckon. 


SOUND 


4 Turbo Toons actually has some decent sound effects, 
even if the music is pretty bad. 


4 As simple as the game is, the control's still awkward. 
About as much depth as a sheet of paper. 


LASTABILITY 


4 Take the wrapping off. Turn it on. Play for ten seconds. 
Burn. 


OVERALL 


Although it's aimed at a younger market, that's a 
poor excuse for such a travesty. Quite terrible. 
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CART SPEC 

• BY: THQ 

• PRICE: TBA 

• RELEASE: OCTOBER 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• //£yiD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: None 

• OPTIONS: Difficulty, music 


GAME INFO 

• G/IMf ORIGIN: The game of 
the hoghly succesful movie 
starring Jim Carrey, who's not 
at all like Jerry Lewis, honest 
guv'nor 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: End of 
level three on first sitting 

• ALTERNATIVES: Oh, I dopn't 
know. There are so few plat¬ 
form games to choose from... 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 

fx) Mallet 


Tornado/Special 




Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: BLACK PEARL 

• DISTRIBUTED BY: THQ 

• MADE IN: USA 

• ARTWORK: c NEW LINE CINEMA 


A depressed Stanley Ipkiss stands atop a high bridge^ 
Tonight has been the last straw - can nothing go right in 
his Hfe? As he prepares for his final leap he spies some¬ 
thing in the water Thinking it is the drowned body of 
another of life's victims, he rushes to retrieve it Upon 
closer inspection it turns out to be a shabby wooden 
mask tangled up in a raft of garbage which, peculiarly, 
seems to cheer him up, so he goes home instead. 

Well, wouldn't you? After all, what could be more life-enriching 
than finding a cacky, soaking wet old mask just as you stand on the 
brink of suicide? I can't think of anything. Looking at it another way, 
if Stanley hadn't had a change of heart he would never had discov¬ 
ered the magical transformational powers the mask held that would 
change his life forever. Moreover, we would not now have the plea¬ 
sure of playing the platform game based 
on his antics. Yes, it was indeed a 
fortuitous day when he found 
the Mask. Oh yes... 

Dull old Stanley Ipkiss 
wasn't very good at 
games in school, 
blaming his lacklus¬ 
tre achievements in 
the high jump on a 
damp, chesty cough. 

But as The Mask it's a 
very different story and he 
boasts the sort of athletic 
prowess that would put 
Linford to shame. A press of 
the R button sends him sprint¬ 
ing, whilst the combination of 
L and R buttons sends him 
zipping across the levels at 
quite remarkable speeds. His 
standard jump is pretty 
impressive but can be effec¬ 
tively quadrupled by the 
additional press Up on the 
D-Pad. In contrast The mask 
also excels in the 100m 
sneak. Pressing L whilst 
walking puts him on tip 
toes and on best behav¬ 
iour so as not to wake 
the neighbours. 

Considerate soul that 
he is. 


ISTHATAIARGE 
MAllfT IN YOUR POCKET.. 

To say that Stanley Ipkiss has his 
Zoot suits cut for comfort is a 
vast understatement. They are 
roomy to say the very least. In 
fact, so roomy are they that Ipkiss 
manages to secrete many 
weapons about his person without 
creating so much as a remotely 
embarrassing bulge. His standard 
method of attack is a close range 
punch - with the aid of large come¬ 
dy boxing gloves, of course. Stan 
also keeps a large mallet in his 
trouser pockets. A tad slower to 
use than his punch but more 

effective, especially in smash¬ 
ing those pesky bouncing 
alarm clocks. Other special 
weapons include a huge hooter, causing multiple 
hits, and a whole regiment of high-powered 
semi-automatics that do more serious and last¬ 
ing damage. 


(NMS) 72 
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GRAPHICS 

▲ Fast and smooth. Good 
animation effects on the 
main sprite. 

T But by no means beau¬ 
tiful and, curiously, not as colourful as 
you'd expect. 


SOUND 


A Makes a fair stab at 
replicating the latin-tinged 
tunes from the film. Not 
bad. 
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PLAYABILITY 

A Very responsive and 
particularly impressive in 
that it uses all six buttons 
without getting over-fid¬ 
dly. Lots to do, plenty to 
discover. Fine. 

▼ Could have done with a bit more vari¬ 
ety between levels. 


LASTABILITY 

A Quite hard after the 
third level, but nothing 
too insurmountable. No 
continues or passwords 
either... 

▼ ...Which is a blessing in terms of 
longevity, but a pain when you have to 
start from scratch every time. 




OVERALL 

Not the disaster 
you might have 
expected at al. 

Fast and very 
playable, if a Ittle 
unoriginal. Fans of the movie won't 
be disappointed. 


MASKED BALL 

The Mask has a very impressive arsenal, that's 
for sure. However he doesn't have unlimited 
use of these weapons unless he is able to 
keep his Mask Power up. The Mask's power 
is rated by a small icon in the bottom left of 
the screen. 500 represents a fully powered 
Mask and this sum is whittled away each 
time Stanley uses one of his weapons or 
special abilities - his Super Jump, for 
instance. Fortunately he is able to keep the 
power high by locating the power-up icons 
that litter the levels. Other collectibles 
include health-ups and cash. If the Mask 
lets his power slip to zero he reverts back 
to sad old Stan. 


PLOTTING 
DOWNFALL 

Unsurprisingly, the 
plot of the game 
doesn't quite mirror 
that of the movie. True enough, 
the ultimate goal is to get the 
girl and see off the villainsl. Yet 
who could forget those magical 
on-screen moments when The 
Mask does battle with a welding 
torch-wielding building site 
worker? And how we all 
laughed in merriment as he bat¬ 
tled against an errant demoli¬ 
tion crane. It is possible to take 
artistic licence too far. 


Given that 
translating the 
wacky action 
of the movie 
to cartridge 
could have 
been a 
potentially 
disastrous 
exercise, Tm 
nicely surprised at the quality of 
the end product. It is fast, very 
playable - despite utilising all six 
joypad buttons, and, gasp, quite 
good fun too. Graphically it's no 
wonder to behold, although the 
animation on the main sprite is 
both humourous and slick - espe¬ 
cially the extra bits when the Mask 
breaks into a cha-cha or displays 
his beating heart when he's left 
alone too long. Gameplay-wise 
there's nothing staggeringly origi¬ 
nal - it's very standard platform 
fayre, in fact. But what there is, is 
enjoyable all the same and the 
Mask himself is one of the more 
fur^haracterst^onlTo^^^^^^ 














EA have been throwing Madden games out every 
year for as long as I can remember, and why not? 
Up until recently there was no major rival, but with 
Quarterback Club on the scene things are chang¬ 
ing, So, with the scores level and the game going 
into overtime, has Madden's still got the competi¬ 
tive edge to win The Superbowl? 

As with most of the EA sports games, John Madden's Football 
is the one against which all others are compared - and they 
invariably fail. John Madden is the most colourful commenta¬ 
tor in America. There is no chance of him sitting on the fence 
like Trevor Brooking. He's as big as Mr Blobby and has a 
mouth as capacious as the Grand Canyon, but one thing is for 
sure - no-one knows as much about American Football than 
him. Many's the night I've been watching the big Monday 
Night game getting increasingly frustrated as John constantly 
replays the same bits over and over again, pointing out exact¬ 
ly what went wrong. Similarly, no detail has been missed out 
from this game and that has always been one of the key 
strengths of John Madden's Football. 


CART SPEC 

• BY: EA 

• PRICE: TBA 

m RELEASE: AUTUMN 

• GAME TYP^ SPORT SIM 
m CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-5 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 
m OPTIONS: Various 


GAME INFO 

• GAME ORIGIN: American 
Football is the second most 
popular sport in America. 

• GAME DIFFICULTY: Various 

• SCORE TO BEAT: N/A 

• ALTERNATIVES: Quarterback 
Club is Madden *s only serious 
competitor. 


The first option offered is which game to play? 
For a start there is the usual Exhibition game 
for those that just want to play without worry¬ 
ing about winning anything. Although, in this 
Exhibition mode the player injuries are now 
included - previously injuries were normally 
only added to the Season and Playoff 
options.Next is the NFL season. This allows the 
player to select a team and try to direct them 
through the entire season. If the team have 
been successful enough they enter the playoffs 
and have a shot at the Superbowl. For those 
that do not want to play the entire season only 
to find their record is not good enough to 
qualify, there is the Playoff option. This starts 
the player at the knockout stage of the season. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent 


HIGH STEP 


PASS 


SNAP/PASS 


DIVE/PASS 


L: PASS 
R: PASS 


MnoDEM MFL ’96 


Start: Starts/pauses 
Select: No function 


Ptnv flow 
MFL Sfoson Pi flV 
Front orricr 
Records 


GAME CREDITS 

• DEVELOPED BY: TIBURON 

• DISTRIBUTED BY: EA 

• MADE IN: USA 

• ARTWORK: c EA 
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THE QUARTERBACK’S 


GONE LONG 

The passing game has been given an added 
dimension allowing the Quarterback to have 
five players running pass patterns, all being 
able to receive the ball. For the first time the R 
and L buttons come into play and are used to 
hit the Secondary Receivers. 
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PARTNER IN CRIME 
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Those tfiat watch American Football regularly 
will know that Jolin Madden does not do the 
commentary on liis own. He is always assisted 
by an old git called Pat Summerall. Pat has 
been added to the game with his own addi¬ 
tional corntnentary. Well, hoorah for that. 
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so WHAT’S NEW? 

Well, for a start there are the two new teams 
added to the NFL - the Carolina Panthers and 
the Jacksonville Jaguars . All the NFLPA players 
have been added too. Once again the 
Playbook has been extended with still more 
plays to select. Lastly, the graphics have been 
rendered lending the game an even more 
realistic look. 












B Seems EA were 
caught off 
guard by 
Acclaim's 
Quarterback 
Club; but their 
return blow is a 
knockout. EA's 
commitment to 
sport sims has 
never been in question, but the 
endless reworkings had to stop. 
With 96 they have shown how 
great minds can transform some¬ 
body else's initiative into a mas- 
terwork. Problem is Quarterback 
Club 96 is looking promising too. 
I don't want to come across so 
uncommital; but anyone serious 
about their sports sims are 
advised to wait until next month 
for a comparison. 


LIFE IN THE PROS 


The biggest difference between '96 and the 
rest of the Madden series is the introduction of 
Front Office. This allows a player to try and 
make a living In the world of Pro Football. The 
player registers their name, height, weight and 
then has to decide which team they want to try 
out for, the position they wish to play and their 
jersey number. There are five disciplines that 
the player has to go through. Four are set as 
standard, then there is a specialised discipline 
for each position. A rating is given at the end 
of every event and at the end of the tryout. If 
enough points have been scored, a team may 
snap you up! 


\ vryf»‘ 


The object is to run around the tackling dum¬ 
mies and make it to the finish line in the 
fastest time possible. Watch out for the colour 
of the dummy bags. The player has to run to 
the right of the red bags and left to the blue. 
Failure to do this will result in a two second 
penalty for every mistake. 


TRYOUT FOR 
QUARTERBACK 


The Quarterback is the glamour position in 
any American Football team. He usually has 
the biggest salary and most of the women 
chasing him. But what do they have to go 
through in order to be drafted into the NFL? 



























S Tve always 

been a big fan 
of Madden's 
football. In fact 
it's probably my 
all-time 

favourite game. 
But do we still 
need a new 
version every 

year? Up until '96, probably not. 
But with the new Front Office 
option it gives the game an 
brand new look. As for the actual 
match situation, it pretty much 
looks and plays the same, 
although having the extra wide 
receivers is a real plus. For the 
first time in a few years it might 
be worth looking into putting 
your old copy down and giving 


Madden NFL 96 a 


PASSING RANGE DRILL 

Obviously, if your going to be the Quarterback 
then you have to be able to throw the ball and 
that's exactly what this drill is all about. By 
pressing the Y and B buttons, the player 
increase the power in his arm. Once at the line 
hold the X button and release the ball when 
the desired throwing angle is reached. 


STRATEGY 


ACTION 


CHALLENGE !~| 
REFLEXES 

ORIGINALITY 1 j 


LONG-TERM INTEREST 

hour 


WEEK 


YEAR 


TEN YARD FIGHT 


Not one for the faint-hearted. The player lines 
up between the hash marks in the middle of the 
pitch, ten yards out from the endzone. Firstly 
one defender comes out, the object being for 
the player to beat him and get into the end- 
zone. Easy eh. Not quite. The player cannot run 
outside of the hash marks or go back any fur¬ 
ther than five yards - and that's not all. After a 
few attempts an extra defender is added and for 
the last couple of attempts three defenders are 
all trying to rip your head off. 


A Good responses and the 
five reciever pass plays 
work extremely well. 


BACK TO THE 


PRACTICE FIELD 

As well as the Front Office mode there is an 
option called Practice Event. Here the 14 disci 
plines for all the positions including special 
teams, pass rushing and blocking are all 
rehearsed. An overall rating is again given at 
the end of the drill. 


T Some of the practice 
events are difficult to control. 


LASTABILITY 


A New Front Office mode 
will keep the game in your 
console longer. Five player 
option is always great to 
revisit. 


same as 


OVERALL 


Madden's 96 is ‘ 
probably the best 
of the bunch and 
proves it can still 
go all the way. 

Winner of the Superbowl ring. For 
now! 


GRAPHICS 


A New 3D rendered 
graphics gives the game 
extra realism 
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▼ Players look quite small 
on the pitch 

L_ 



SOUND 


A Great bone-crushing 
sound effects. Madden is 
as vocal as ever. 

L_ 
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CART SPEC 

• BY: WILLIAMS 

• PRICE: £64.99 

• RELEASE: OCTOBER 

• GAME TYPE: KOMBAT 

• CART SIZE: 32 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: Various 


GAME INFO 

• G/l/M£ ORIGIN: Third in a 
successful series 

• G/IMf DIFFICULTY: Stiff 

• SCO/?£ ro BEAT: Complete 
the game in under 1 hour 

• ALTERNATIVES: Killer 
Instinct, Weapon Lord, Super 
Street Fighter 2, Mortal 
Kombat 2, Street Fighter 2: 
Turbo - in no particular order 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Fast 

High Kick 

Low Kick 


Low punch 

High punch 

L: Block 
R: Run 

Start: Nothing 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: WILLIAMS 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: USA 

• ARTWORK: c WILLIAMS ‘95 




You a ^mdful of change. Soi^ 5i 
StaEdiJf^UjJthe arcade, amid theij^in- 
fa tm liar rumble, and trill credit Jegisti 
thmjf takes your fancy? If tbEr^swelKi^ 
^jjmese six pages coufrLbave you danci 


^illiams' MK3 is walv home. Admittedly 
fcken a lukewarm approach to the coin-ou- 
^en so have most o^ple on the street. 
game has come home, we have to admit this 
qualifies a whole new level of excitement. In 
the arcades MK3 is barely distinguishable 
from MK2 at first glance - all it takes for the 
average punter to consider playing another 
machine. But once you take time to appre¬ 
ciate the changes Williams have made, 
and the stunning conversion handled by , 
Sculptured, MK3 is definitely a whole J 

new brawl game. M 

Here's the totally unbiased argument 

as to whether the new Mortal Kombat jH 

is coolest in the series, or not. 

Dedicated to those players who know 
what they're talking about. 


“You have been chosen to represent ^ 

Earth in Mortal Kombat.' Each of you ^ 
poses a vital threat to Shao Khan’s ^ 

occupation of Earth. Be warned; although your 
souls are protected against Shao Kahn’s evil, 
your lives are not! I cannot interfere with these 
matters any longer. Your Earth is now 
governed hy the gods of the Outworld. 

“These are the words of Rayden. ” ^ 

OUTWORLD IN 

Originally the Mortal Kombat tournament was 
intended to maintain the balance between nega¬ 
tive and positive forces within the universe. Now 
Shao Khan - Emperor of the Outworld - has 
enabled a gateway to Earth through the resur¬ 
rection of his dead queen Sindel. Simply by join- i ^_ 

Ing hands with her across the reality divide, 

Khan stepped confidently into our world, his ' 

armies not far behind. Now most of the Earth | -| 

lays in ruin. Its people dead, the landscape an ^ . 

extension of the cruel Outworld. Only a select ^ ^ ^ 

band of warriors can prevent the ultimate down- ’ t" " 

fall of civilisation as we know it. These are the T 

stakes in the new Mortal Kombat. 


azF) 









BESTIAL 

Outrageous finishing routines are mostly responsible for earning the Mortal 
Kombat series its bad reputation. Naturally Williams take the joke a step fur- 
L ther in part three! Along with the Babalities and Friendships, there are now 
Animalities to contend with. They're no more shocking than the worst 
fatality, but certainly add style to flavour the game's goresome taste. As 
the name implies, the victor morphs into a mutant animal before 
launching a blood-thirsty attack on its victim. To execute the new moves 
however, players must show a little mercy first... 


HIDDEN AGENDA 

All Kombatants in the new tournament possess magic to replenish 
an opponent's health. Be wary of such gifts! Should your fighter be 
brought back from the dead, effectively being granted a chance of 
victory once more - however slim - take note: this magic is a Mercy 
gesture. Without having done this your enemy is unable to initiate 
their Animality. Just make sure the next time the words 'Finish Him' 
are spoken, they're on your terms! 


^ GALLOPING GLADIATORS 

Closing the distance between fighters no longer depends on jumping-in tac- 
tics. With the aid of a Run button, all fighters in the Mortal Kombat tourna- 
f ment may charge their opponent in the hope of scoring a strategic advantage. 

Whereas in MK2 most combos are initiated in the air, routines may now begin on 
the ground after a run up. Stamina to sustain such exertion is limited, however. 
Reserve energy is depicted by a green line that sits beneath the main energy bar. 


This warrior's body is a mess of scar 
tissue. So much so that rage, 
together with his artificial breathing 
apparatus, are all that keep him 
alive. His revenge against Shao 
Khan is personal. Once he has 
defeated him, Kabal swears to 
abandon his life of crime in the 
name of justice for all. Hurrah! 


SHEEVA 

Shao Khan raises the Shokan Sheeva's suspi¬ 
cions by employing a Centaur - Motaro - as 
chief of the extermination squads! A mistake 
considering the two races are traditional ene¬ 
mies! Queen Sindel's assistant abandons her 
position to go after the Emperor... 









KODE MASTERS 

When two players set out to destroy each other, inputting a secret 
'Kombat Kode' affects the game in some way. The left-side sym¬ 
bols are determined by Player One, the others by Player Two. 
Together you can fix it to morph fighters at random; remove ener¬ 
gy bars; fight in the dark, halve a fighter's energy; or the winner 
to go against one of the secret characters - Noob Saibot for 
example. The coin-op features around 20 of these Kodes, there's 
even one to play Galaga! Just how many have made it home is 




WfNS\ 


WHERE THERE’S SMOKE. 

We're guaranteed endless phone calls on this 


subject, so to ease the pain on both sides, the 


name of the character in the middle of the char 


acter select screen is Smoke. He's changed 


appearance since MK2, but it's him all the same 


To control Smoke you need the Ultimate Kombat 


Kode, inputted after losing a one-player game 
See if you can work it out in time for next month 


that's if you haven't heard it already. (Acclaim 
don't want us to print this kind of stuff yet!) 






ui yci. ouuii ub wt; Knuw, we ii pabs rnem on. 


LIU KANG 

Kang's Shaolin spirit alone is 
potent enough to thwart 
Khan's efforts. Consequently 
the Emperor's Extermination 
Squads are briefed to destroy 
him. Of course Khan is unable 
to avoid a direct confrontation. 
Besides, the Princess Kitana is 
willing her hero to win!!! 


nK3 KOOE ^ 


COMMENT 


WRONG SIDE OF THE TRACKS 

In addition to the immense line-up of 
Fatalities, Babalities, Animalities, and 
Friendships, there's another great way of dis¬ 
patching an opponent. Should the battle be 
raging in the Subway, experiment knocking 
your partner into the background as a victory 
salute. Success calls for a Subway Train to run 
them over! 








AiiGFfryvcn 


HMS 


Has the hype surrounding MK3 
elsewhere been justified? I don't 
think so. This series of games has¬ 
n't impressed me yet, and number 
three isn't about to change the sit¬ 
uation. The characters look crap - 
just a bunch of actors in naff cos¬ 
tumes. How is that exciting? The 
special-moves system is ridiculous. 
These meaningless patterns don't 
flow together well, meaning there is nothing you 
could class as a respectable combo in the entire 
game. Everyone knows repeated button bashing is 
cheesy, and that's about all MK has ever offered. 
Specials are, at best, only placed at the beginning or 
end of a mindless freak out. Make a list of 'em and 
see for yourself - it's all 'HK, HK, HK, HP, HP...,' or 
'Special + Special = 2 hits.' Not very impressive 
really. Of course there's an army of fans who love 
trading special against special, and look forward to 
performing some stuffality with mathematical preci¬ 
sion. To me this has never qualified a great combat 
game. And I doubt I'm alone here. 


THROUGH THE ROOF 

Williams have found a new way to please MK players, aside from the new characters and 
Animalities. Like Capcom's X-Men coin-op, the MK3 code allows fighters to smash foes through the 
ceiling in some areas. Where a fight may begin, for example, in a Subway Station, fighters offen end 
up being launched into the air with such force that their body is smacked upwards into a stag 
above! Have some of THAT! 


KUAiG LAG 


REmV! 





























LtU KAAdG 


As Shao Kahn's lead sorcerer, 
it was Shang Tsung who 
enabled the Emperor to 
reunite with his deceased 
missus. Little does Tsung 
know of his master's plan to 
claim his immortal soul! 


You might know that it is Kano who chooses to 
assist Khan in his ambitions. Kano is employed 
to teach the Outworld forces how to wield 
Earth weapons. His ambition to hoodwink Khan 
is more foolish than he knows. 




LiAjt 


Sets out to prove himself the 
strongest in all the world. 
Should he succeed he has the 
support of Sonya in forming 
the Outworld Investigation 
Agency, where he may apply 
his scientific knowledge to the 
good of mankind. 






SINDEL 

Once Shao Khan's queen - 10 000 years ago! 
Thanks to Shan Tsung's sorcery she is reborn. 
Should she emerge victorious from Mortal 
Kombat, the mutant lady has some uncomfort¬ 


able facts to face about her true past. 


I 







Paul said this as we desperately 
tried to remember our characters' 
fatalities before the time limit ran 
out: playing Mortal Komabt 3 is like 
revising for your maths exam! 
There's something fundamentally 
true about this flippant remark - 
there's just nothing natural about 
the joystick gymnastics necessary to 
perform some of the game's better 
moves. They don't flow easily, and trying to remember 
them all, and for each character, is somewhat like try¬ 
ing to remember the formula for quadratic equations. 
That said, MK3 has some great combat moves, horri¬ 
ble finishing moves, tons of secrets, is hard in one- 
player, incredibly fast and, once you have mastered a 
few moves, brilliant fun to play. In fact. It's brilliant 
fun to play even if you haven't mastered any moves! 
Aside from Killer Instinct, no other game has had the 
whole NMS team sneaking off Into the games room 
for "just a quick go." Make it part of your wants list 
straight away. 


STRYKER 

His career as a Riot Cop just 
about prepared him for his task 
of making order out of chaos! With no-one 
left in his home city to keep under control 
(they're all dead!) he turns his attention to 
Shao Khan. Rayden is his soul protector. 


..:lh & 

;— | 





























































STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


SOUND 

▲ If you're outside the 
room listening in, you'll 
wont to be inside the room 
with 0 piece of the action! 

▼ The usual blend of 
funky 'Streef music and oriental 'Kung 
Foo' muzak. 






GRAPHICS 

A Truly this is the most 
outrageous-looking beat 
'em up out there. Another 
pinnacle of so-bad-it's- 
good taste! 

▼ Still the Kombatants look headed for a 
rich man's fancy dress! 


OVERALL 

Easily an improve¬ 
ment over Mortal 
Kombat 2, but if s 
basically the same 
gag all over again. 

Williams haven't exactly broken the 
mould here - but die-hard fans 
shouldn't be disappointed. 


Kung 
Lao is an infuri 




ating opponent 
Once his hat 
has you trapped 
it's tough to 




mm 




Try working 
Nightwolf's 
Hatchet into a 
useful combo - 
it's devastating if 
you succeed! ^ 


SUB ZERO 

The apparent foolishness of 
Sub Zero's decision to betray 
his ninja clan - the Lin Kuei - 
is explained once Shao Khan 
is defeated. Expect a shock 
revelation about Sub Zero's 
association with Smoke. 


ACCURATE MK3 TIPS SHOCK!!! 

Unlike most of the stuff you may have read 
elsewhere, the section dedicated to MK3 tips in 
issue #38 of NMS will be useful. Don't miss it! 


KUNG LAO 

The guy with the hat! He has 
plans to reunite the White 
Lotus Society, but they are 
suspended upon the 
Outworld invasion. Prior to 
his destiny battle, Lao joins 
forces with Liu Kang to 
defend against the Outworld. 
He meets with the fate of a 
true hero. 


fSEKTOR 

^Of the Lin Kuei cyber ninjas, 

I Unit LK-9T9 was the first. It is 

V Sektor's destiny to destroy 

if Sub Zero, along with all Shao 

Y Khan's Outworld beings. It 

I perceives them all as a threat 
fto the Lin Kuei. 


NIGHTWOLF ' iPll 

It is impossible for Khan to enter the sacred land 
protected by Nightwolf's Shaman. This is used to 
the Earth warrior's advantage, as it allows them 
to regroup and plan the Emperor's downfall. 
Nightwolf is selected as their champion. 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


LASTABILITY 

A Somebody ought to 
begin a degree course in 
Mortal Kombat! To know 
this game takes weeks of 
practice and revision. 

▼ There's an outside-in philosophy to 
MK3. It's no fun at entry level until you're 
familiar with at least five special tactics. 
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PLAYABILITY 

A Special techniques have 
almost tripled in number.- 
Percentage monitoring of 
combos creates a desire to 
develop cool routines. 

T Stripped of their special techniques, 
most all fighters play exactly the same! 



















WE ROCK 


Dear Andy 
I have some boda¬ 
cious questions 
to ask you. \ . 

1. How do you get the games so 
early? 

2. How did you get the 
Nintendo licence for the 
magazine? 

3. How is it that you get game 
news so early? • • r • • i i 

4. What rating would you give 
Yoshi's Island just by looking? 

5. Is ther^ ever going to be a 
Super Mario Kart 2? 

Greg Nolan, Surrey 


It has reached that part of the mag again where many a question doth raise its scruffy head 
only to be beaten into submission by the witty and informed replies presented here. Do you 
have a query worthy of our attentions? I doubt it, but send it in anyway to MY COCKSURE 
QUESTIONS REQUIRE ARTFUL ANSWERS, Q&A, NMS, 30-32 Farringdon Lane, London EC1R 3AU 


WHAT THE... 


Dear Andy 
I am hoping you 
can answer my one 
and only question. I would like 
to know if a game called 
"Where in the World is Carmen 
San Diego?" was ever made for 
the Super NES? And if so where 
can I buy it? My friend bought it 
for his M*gadrive and Tve been 
■ looking for it ever since. 

Russell Campbell, Glasgow 


SEAL: 


The 


game 


you 


are 


seeking 


is one jof those that 
parades itself under 
the dreaded "edu- 
tainment^'^ banner 
and fortunately was 
never released in this 
country, or any other 
for that matter. At l;east not 
for the Super NES - 
M*gadrive owners were not 
so lucky. If you must have p 
meaningful learning experi¬ 
ence packaged In with your 
gaming, however, I suggest 
you check out either Mario is 
Missing or Marions Time 
Machine. Both starring in a 
bargain bin at a retailer near 
you! Most likely. 


SEAL:1. Because 
we're ace cmd 
sell the most 
magazines. 
Software houses 
realise where to put their 
games so as to reach the 
largest number of Nintendo 
gamers. It's as simple as that. 
2. By being the best ppopie 
for the job. 3. Our ne^ork of 
spies spans all continents. 
Nothing escapes out atten¬ 
tions. 4. We've all got a copy 
of the game and could rate it 
if we wanted, 
but we won't 
until just 
before it's due 
out. 5. I reckon 
not. Not on the 
Super NES any¬ 
way - how can 
you improve on 
perfection? 


SPIDERMAN 

WRITES 


CONTROLLER CONTORTIONS 

Dear Andy 

Please answer my questions or I'll be forced to run in 
the street and cry very loudly. 

1. Can you please tell me the exact date for the NU64? Or as close 
as it is possible. 

>2. In what ways will the marvellous Killer Instinct be different on 
the NU64? 

3. Is the controller on the NU64 going to be o strange shape that is 
impossible to hold without yourself? 

Mark Cook, Coventry 


SEAL:!. Sigh. There's no such thing as a "definite" 
release date for the NU64 as I've said on count¬ 
less occasions. All Nintendo will say at the 
moment is possibly December in Japan and possi¬ 
bly April 96 in the rest of the world. The only thing 
that's almost guaranteed is that these dates will 
change. 2. Well, better sound and graphics for a kick off. 

More characters, deeper gameplay, it's anyone's guess real-, 
ly... 3. A lot of mystery surrounds the NU64 controller. 

Nintendo are saying that to reveal its shape would, in turn, 
reveal too much about the NU64 games themselves, make of 
that what you will, but I doubt it'll actually hurt your hands! 


Dear Andy 
I read your mag 
every month, so you'd best 
answer.my questions. 

1. I bought Perfect 11 on import.' 
Will there be a sequel? 

2. If so, will it be faster, have 
more teams and proper player 
names? 

3. What should I buy from ISS2, 
Kl, Doom, Sim City 200 or the 
NU64? 

4. Will Super NES-FIFA 96 be 

the same as FIFA 95 oh the 
Megadrive? * • 

5. Why didn't you do a preview 
of ISS2 in issue 35 like you said, 
you would ?j 

Peter Parker, Liverpool 


(HMS) 


• SEAL: I. Yep. it'i . 
called 

International 
Soccer Deluxe. 2. 
Yep, yep, nope. 3. 

Get 'em all. Spoil 
yourself. 4. No, otherwise they 
wouldn't have gone to the 
trouble of calling it FIFA 96. 

5. Isn't the EXCLUSIVE review 
good enough for you? . 

























HELLO 


Dear Andy 
Please answer 
these questions. 


1. Is it true that Nintendo is 
workihg on an NU64 mini 
disk/floppy drive which will fit 
under the"NU64? 

2. In a rival mag I read about a 
32-bit co-processdr chip for the 
Super NES. Have any games 
been announce yet? Will this be 
32X-esque as far as increasing 
the system's capabilities? 

3. In what order would you put 
these games? DKC2’, Doom, 
Killer Instinct, Chrono Trigger, 
Earthworm Jim 2, Cbmanche, . 
Starwing 2 and Yoshi's Island. 

4. How much will Yoshi's Island 
cost and when will it be released 
in Europe 

/y| C Kuik, Netherlands 


PLOK IN PERIL 


SEAL:!. There's 
certainly ar, / 
expansion port bn 
top of the 
machine and 
Howard Lincoln: 
of NQA would not deny 
-that the company are 
investigating the feasi~ 
bility of some sort of . 
mass storage system. 
We'll have to wait and see. 2. 
There are several chips that 
purport to boost the Super 
NES' performance; the DSP * 
ch/p, the SA1 chip; FX1 and 
2#.. tell me when you get 
bored. It's the SAl you're 
talking about though. Unlike 
the EX and the rest, th^ SA l 
works like a processor and is 
able to work with the Super 
NES CPUj^ apparently boosting 
its performance by 500%! No 
games have been announced 
yet, but combine the power of 
the SAl with the advanced 
graphics of Rare and the 
sky's the limit. 3. Rlimey, half 
those games aren't evei\ out 
yet. The^re all brilliant, with 
the exception of Starwing 2 
which seems to have flown 
into a black hole or some¬ 
thing. 4. No firm price has 
be4n fixed £45-50 is a pretty 
good guess. 


Dear Andy 

Print this letter or I'll go round my mate's house 
flush his copy of Plok down the toilet! 


1. What should I get. Batman Returns or Final Fight 2? 

2. Have you any cheats for Cybernator or Return of the Jedi? 

3. With the release of the NU64 wHI Super NES games get cheap 
er? 

4. When will you review Yoshi'S Island? 

5. Tve got an NES lying around but no-one will buy it off me - 

^even for £35 with seven games. What should I do with it? • 

Fohad Ahmed, Chigwell 


SEAL:1. Batman Returns for definite. 2. Only the 
ones we printed issues ago and I'm not about to 
go trawling through them. 3. Super NES carts 
seem to be getting cheaper all the time of their 
own accord. Most big retailers knock a tenner off 
pretty much straight away these days, but, to 
answer your question, I reckon so but not by much. 4. Given 
that this is a game everyone is going to want I see no point in 
reviewing it until everyone can have it. So, sometime next 
year probably. 5. Don't sell it! Store it in your attic and bring 
it out in ten years time and reminisce about the good old 
days. Then chuck it out. 


ANTtQUES ROADSHOIV 


Dear Andy 

Could you please answer these questions. 

1. How much is Issue one of Mean Machines worth? 

2. Do you think the release of the NU64 was delayed because of the quality of 
games like Killer Instinct, Doom, Yoshi's Island and Diddy's Kong Quest? 

3. Will the Virtual Boy be released before Xmas over here? 

4. Does Yoshi's Island mean that NU64 Mario is ^oing to be another four years away? 

5. Why don't Nintendo release the NU64 simultaneously Worldwide? It would cut down on grey imports 
greatly? 

mark Wighfman, Bournville . 


SEAL: 1. I've no idea - as much as any collector is willing to pay for it, I suppose. Are 
they collectible? 2. That's the reason Nintendo of America have given us. Why this 
MrM doesn't seem to apply to the Japanese who are supposedly getting the machine this 
^ ™ year remains a bit of a conundrum. 3. Nintendo UK are still to announce any plans 

.. . for the machine's release. Bah! 4. Interesting point and I sincerely hope noU 5. This is 

a question that constantly plagues us. Sadly I am still not in a position to answer it satisfactorily. 


(ABOVE) S/m City 2000. A smart 
game indeed. Will Ocean ever get 
around to releasing it. We hope so. 


NOT SENSIBLE 


Dear Andy. 

After hours of deliberation and boredom I have thought 
up many a taxing question that should please you. 

1. Will Sensible World of Soccer be released on the Super NES? It is 
a classic game and deserves a wider audience. 

2. Why was Sensible Soccer so crap on the Super NES but so bril¬ 
liant on the Amiga? ; 

3. Are there any other player/manager sims on the Super NES 
apart from the mediocre Kevin Keegan? 

4. Is it likely the prite of Supet NES games will drop with the dawn¬ 
ing of the NU64? 

5. In reply to'Colin Dunwoodie in issue 34, I also own a copy of ISS 
‘and my copy seems a bit mental too. 1 too suffer a goal in the mid¬ 
dle of the pitch and sometimes freak goals are not counted for 
somo reason. On two other occasions I have been awarded free 
kicks inside my opponent's penalty box, on the six yard line. 

6. I need some advice on what to do with my copy of Rise of the 
Robots. Should I bury it or flush it down the loo? 

Gavin McKay, Belfast 

SEAL:!. No. 2. It's only good on the Amiga 
because all other footy games on the machine are 
crap. There's a bit more competition on the Super 
NES. Football though, eh! Enduring image , isn't 
it? Young boys in the park, jumpers for goal 
posts... 3. Nope. 4. I've answered this one 
already. 5. Now this one isn't so much a question as it is an 
observation qn tbp i^hortcomings of the game. 6. Sacrifice 
them at the altar of KalUrothos, dark lord of appalling 

















































/ f there’s one thing guaranteed to annoy me more than finding 
my stash of dead readers has run dry it’s opening small 
envelopes expecting a letter to drop out only to find a drawing^ 
folded up into the smallest square possible, nestling in the 
corner, GRRRR! No use whatsoever to man nor marine-based 
mammal. Back to the letters and I see that the perennial 
NU64 release debate is stillraging long and hard. Have you 
got something new to add to this fiery argument? Probably 
not, but it’s worth writing in anyway. Who knows, you might 
win a magnificent OCEAN game of your choosing. This 
month it’s your turn to think of a title for my mailbag and I’ll 
only be opening those letters with interesting titles. I’m quite 
hard like that. My address is NMS, Priory Court, 30-32 
^rringdon Lan^ondon, ECIR 3AU. 


Dear SEAL 

First of all will you tell me why you are a 
very dodgy colour in your picture? Are you 
ill or something? By the way, I like your 
song in the charts. Could you please tell me 
when Theme Park will be released? 

Because everybody keeps telling me that it's 
available now, but it's not! Why the delay 
my fishy friend? Nintendo always seem to 
make us wait. They may lose out in the end 
- especially with the NU64. They may just 
find that people will opt for the inferior 
machines such as the PlayStation. It's going 
to be tough to resist, especially leading up 
to Christmas. I'll be waiting patiently but 
have my doubts about everyone else. 

Andy and Luke, London 
SEALIt's true. I've been a bit off-colour 
lately - must have been that funny 
hedgehog I ate. Don't blame Nintendo 
for the Theme Park no-show. It's down 
to Ocean this time. I've no idea why 
they've delayed its release, perhaps it's 
because they've got bigger fish to fry 
with the likes of Doom and Weaponlord. 
As for your last point, exactly the same 
argument raged at the time the 
Megadrive was released and the Super 
NES was nowhere in sight. The rest, as 
they say, is history... 

Dear SEAL 

How can we have faith in Nintendo when 
they decide to close their UK headquarters? 
Do they know something we don't know? 
With the release of the NU64 less than a 
year away you would have though there 
was no need to do this. I would like to buy 
one, but with this happening and their 
treatment of their third party developers, 
will we ever see the NU64 being released? 
Let's hope they know what they're doing 
and keep the NU64 on schedule and show 
Sony and Sega what a next generation 
machine should be like. Also why are you 
advertising the Saturn in your mag? 

Mark Payne 

SEAL: Okay, here's the lowdown - 
Nintendo UK, as it was, has well and 


m 


truly been closed down.;, 
However, it's not gone 
forever. Indeed 
Nintendo's UK concerns 
have been taken up by 
a company called THE 
who will be managing the 
sales and marketing of their products. 
As far as us British gamers are con¬ 
cerned this move shouldn't have any 
effect - potentially it could even 
increase the amount of software we get 
over here. As far as the NU64 ever get¬ 
ting released, well, can you honestly 
imagine that they'd sign up a bunch of 
developers and invest quiUions of dol¬ 
lars in Silicon Graphics not to release 
the product? It may turn up 
later than the others but it 
will kick ass and let's not 
lose sight of fact that it's a 
proper 64-bit machine, 
unlike the others. We only 
allow Saturn advertising in 
the mag for comedy value. 


(RIGHT) Shame Guiseppe woss- 
: name wasn't around to draw 
our issue #34 cover! 

(BELOW) David Smith gets the 
picture just about right! 




EJear SEAL - 
I am sick of newspapers and TV constantly 
putting the video games industry down and 
looking at the negative aspect of gaming. 

In a recent newspaper survey it said that 
video games encourage children to interact 
less with other children and participate less 
in outdoor activities. In most cases I think 
this is a load of utter rubbish. By my experi¬ 
ence it's the other way round. For instance 
my cousin got a Super NES for Christmas 
and I let him borrow my Super Tennis and 
Striker games. He was only eight, but one 
go of my games and him and his mate 
went straight outside to play football and 
Tennis and they've been playing ever since. 
That's not to say that kids are going to go 
outside and practice hip drops after a 
quick game of WWF. I think 
parents should 
have a say in what 
games their chil¬ 
dren get so they 
can decide whether 


(BELOW) Either Joe Curtis 
is seriousiy behind the 
times, or I hove to renew 
my filing system! Nice MKII 
composite though. 
















you can t appreciote is the monst ° ''T 
Excellent! Monster silver effect! 
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(ABOVE) Of all the rotten luck! 
Stephen Marley almost won the 
copy of Doom he was after, then 
Daniel Cameron's letter arrived. 
Oh dear, oh dear. 

(LEFT) Yeh, this is me down the 
Ministry. (Or was that Monastery?) 
Brownie Points for Joe Curtis. 


- game is too violent or not. 

® ook at the good aspects of 
If ideo games - they have 
W brought joy to the ill, 

% healthy, disabled, and 

nany more in lots of coun- 
l ies. I was amazed how 

r 'ideo games helped children in 

^Hospital recover and beat the boredom. So 
ome on people, games are a good thing 
fond no mistaking! 

Daniel Flitcroft, Bath 

t iEAUWhat's going on with you /of? It 
f ased to be "Dear Seal, I hope you die 
oon" sort of letters that filled my mail- 
Dag, nowadays it's "Dear Seal, I am 
highly concerned about sociopolitical 
nstability in Latin America..." instead. 

^ If this is the real result of too much 
/ideo gaming then I'm truly concerned 
for the youth of today. By the way, your 
cousin must be tired out by now, 
Christmas was eight months ago. 

Dear SEAL 

^ HAHAHAHAHAHAHAHA! You really expect 
to stay loyal to Nintendo? Have you played 
'' on the Sega Saturn? Have you played 
Virtua Fighter or Daytona USA? I sure have 
and they're brilliant. Okay, so VF isn't 
graphically perfect and Daytona suffers 
- rom the Intrusion of large black borders, 
f 3ut as they always say - graphics don't 
make a good game, good gameplay does. 
Don't deny It, both games have oodles of 
^ playability and are both very addictive. Let's 
^ ;Ot forget Panzer Dragoon. Is this game 
j^Kmiazing or not? Don't try and kid me with 
it's not at all original" and don't try the old 
it's repetitive and easy". Donkey Kong was 
f {both and you gave it a whopping 94%. 
esides, who cares about unoriginality 
/hen a game is as much fun as Panzer 
dragoon. And you expect me to wait nearly 
'a year for the NU64 - a system with about 


10 games so far planned for it, 
when I can buy a Saturn for 
£349. Umm, I don't think so. I 
dare you to print this letter, or 
are you too scared it may knock 
some sense into your readers? 

Mr XXX 

SEAL:I think the fact that you 
daren't sign your name and that for 
every one of the "allegedly" great 
games you mention you add a little 
comment about the game in ques¬ 
tion not being "graphically perfect" 
or suffering from large "black bor¬ 
ders" says more about the tragedy 
that is the Saturn than I ever could. 

So, you think that graphics don't 
make the game, eh? Well, those are 
true words indeed but you'd have 
thought that, that rule might not 
apply so much with a next gen 
machine like the Saturn. As far as the 
current crop of Saturn games are con¬ 
cerned, there is nothing there that 
makes my jaw drop, certainly 
Daytona doesn't come anywhere near 
Mario Kart in terms of playability. But 
thanks for your letter anyway, you've 
probably convinced a few more ner¬ 
vous readers to stay with Nintendo. 
HAHAHAHAHAHAI That's us all hav¬ 
ing the last laugh. 

Li}ju'- ii/tr rms:f 

Dear SEAL 

Hi, I'm a guy from Holland who loves 
your brilliant mag and I'd just like to 
say that the Dutch Nintendo mags are 
crap and nothing compared to NMS! 

This is why I wanted to write to you: I 
hate it when people need money for some 


thing and sell their Game Boy or Super 
NES because they don't play on them any 
more. It's so stupid! My friend sold his 
Super NES because he said Super Mario 
World was easy and boring. So he bought 
a TV Instead. Now, a couple of months 
ago I bought Stunt Race FX and he visited 
me and was completely hooked by the 
game. Later he said that he loved the 
game but had seen enough of it. Later I 
bought DKC and he visited me every day 
to play this great game. Isn't he stupid 
selling his Super NES when there are 
great games coming out all the time. 

There are great games coming out in the 
future too. DKC2 and Starwing 2. 

Nintendo Is just the best and you're crazy 
for selling your Nintendo console - even 
your NES because it's great to play the old 
games again. And you know what's more 
dumb? Saying that Super Mario is boring 
and easy - have you ever played the 
Tubular level?! 

Kevin Loitering, Delft 

SEAL:I get the feeling from your Letter 
that you might be a bit of a Nintendo 
fan. Don't ask what first alerted me to 
this fact - maybe something in the tone 
of your letter. You're perfectly right of 
course and the Super NES seems set to 
continue kicking next gen ass for some 
time to come. Witness the likes of 
Yoshi's Island or the amazing Mario 
RPG if you need proof. 

















American Football is a big game in every way It takes place in big sta¬ 
diums in front of big crowds. It is played by big men with big shoulder 
pads who command big salaries. It takes a big video game to capture 
the big atmosphere of the sport. Acclaim reckon they have that game - 
Quarterback Club ‘96,„ 


Scheduled for release in the last quarter of 
this year, Quarterback Club is back from a 
successful season last year refreshed and fully 
fit for the challenges of the year ahead. New, 
improved and bigger features are very 
much to the fore, as is an increased 
level of realism. In short, they reckon / 
they've got every aspect of the game 
covered, as the following will explain.... ^ 


THE SMARTEST WAY 
TO PLAY 

Bigger is definitely better as far as most 
American Football games go these days 
In fact there seems to be a bit of an 
unofficial competition going on 
between the various developers to I 
see who can cram the vastest 
amount of plays into the game. 

It's going to be a tough competi- 
tion, especially as Acclaim have 
upped the stakes somewhat with 
the inclusion of over 800 offen- 
sive and defensive plays. This 
staggering amount also features spe¬ 
cial signature plays for each member 
of the renowned Quarterback Club, 
and a new feature - the Smart 
Playbook - which automatically offers 
the best plays in crucial situations. 


MOTION TRACKERS 

When you Invest millions of dollars in 
state-of-the-art motion capture equip¬ 
ment, you make damned sure that you 
get to use It at every available opportu 
nity. Such is the case with Acclaim who 
have managed to make good use their 
amazing facilities In Batman 
Forever, Big Hurt Baseball and 
» \ now in Quarterback Club 96. 

This, coupled with all-round 
improved animation delivers 
^ \ what is promising to be the i 

\ most realistic-looking foot- j 
im yet. Until the next J 
that is... m 


one 


GAME DATA 


• GAME: QUARTERBACK CLUB ‘96 

• BY: ACCLAIM 

• RELEASE NOVEMBER 

• GAME TYPE SPORTS SIM 

• PLAYERS: 1-5 

• CART SIZE: 16 MEG 
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r CAN SEE FOR MILES 

Obe of the perennial problems with any field- 
bdsed sports sim is that it is often impossible 
tolsee far enough up or down field to be sure 
thbt you're kicking or throwing the ball accu- 
rcrtely. Not so with Quarterback Club '96 
which manages to show, thanks to clever use 
of perspective, an incredible 80 yards of 
p0ch. The actual viewing "camera" has been 
iifiproved too, meaning that the view never 
lags behind the action. 


KERRY 
\ PACKERED 

\ This is a feature that is as 
1 great as it is cack, 
depending, I suppose, 

\ on the general health 
\ and fitness of your cho- 
\ sen team - Acclaim has 
1 built a "fatigue factor " 
_ ^ \ into tlie game meaning 

^ . 1 that the longer and 

harder you run your 
team around the pitch, the slower 
the individual members become - some 
more so than others. Careful use of sub¬ 
stitution to keep your team fresh is thor- 


Could this be the first decent portable American Football game? 
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version of the, 
game will benefit frim four-colour ' 
Super Game Boy treatment. 


With its great Mode-7 capabilities you’d expect the Super NES to be 
awash with great racing games. As it is, only a handful stand out from 
a very mediocre crowd, and only ohs has ever given the mighty Mario 
Kart a run for its money - Street Racer. 


In fact, in many ways Street Racer had Mario Kart 
beaten. It had more courses for starters and, 
more impressively, it was able to support four- 
players simultaneously. That's the story for the 
Super NES, on the Game Boy it's a completely 
different story and there is no equivalent of 
Mario Kart, a benchmark game against which 
all others are measured. Although that situa¬ 
tion could be about to change forever. 

Ubisoft have a Game Boy version of ' 

Street Racer revving its engine and it 
looks great too, as our EXCLUSIVE -— 

work-in-progress reveals... 


It comes as little surprise to find Vivid Image's name 
at the beginning of this monster conversion. It was 
they, after all, who developed the game originally. 

What is surprising, though, is to learn that their role 
is that of Producer only and the real development 
work has been done by a guy called Dave 
Looker. Mr Looker actually approached 
Vivid Image, claiming he'd be able to 
do a good conversion of Street Racer. A 
claim that was made all the more credi¬ 
ble when Vivid Image saw that his CV included the 
brilliant conversion of Earthworm Jim on the Game Boy. It was 
the start of a beautiful friendship. 


GAME DATA 


• GAME: STREET RACER 

• BY: UBISOFT 

• RELEASE: TBA 

• GAME TYPE: RACER 

• PLAYERS: 7-4 

• CART SIZE: 1 MEG 



















MUITIPLE PILE-UP 

The great feature, the really great feature of 
the original Street Racer was that it was four- 
player compatible - totally unique to racing 
games at the time. The only downside to 
this tasty item was that it crowded the 
screen and afforded each gamer with 
only a very limited view of the track 
ahead. You don't expect the humble 
Game Boy to be able to beat the Super 
NES very often, but beat it, it does on this 
occasion. Using the Game Boy multitap and, 
of course, four game Boys and four copies of 
Street Racer, each gamer has, effectively, a 
whole screen to themselves. The game is also 
compatible for less than four players, just in 
case you don't know 
three other Game 
Boy-owning Street 


a\ME 


screenshots M 
shown are taken 
from an early 
demo of th0 
game. Ev^tually 
Vivid Image 






fit ^ 


MORE THAN A MEGA DRIVE I 

one programming routine the Game Boy just ^ 

doesn't seem to be able to get its chip-set . 

around is mode-7. To get around this problem 
the game adopts the Megadrive approach (it ^ : 

can't do mode-7 either, poor machine) and has 1 
the tracks as long and winding affairs as 
opposed to the closed loops of the original. As 
far as the tracks themselves are concerned, just ^ 
as in the original each character has a selec- Lv 
tion of their own tracks, each with unique 
backgrounds, driving surfaces and nuances. 


As you can see from the screenshots on these 
pages, the Street Racer is still the early stages 
of development. Many of the tracks are 
there but the inertia and collision are 
not programmed just yet. Another fea- 
ture currently absent is the range of 
signature moves each character 

has. All are, we're guar- 
W anteed, being sorted 

■ out, hopefully in time 
I y for next issue. Stay 

^ J with NMS for more 

/ details soon. 































For the first time ever, NMS takes you behind the scenes 
of a Nintendo Uitra 64 production! The featured project 
is Gametek's sure-to-be stunning Robotek, based on the 
dynamic US animation series. Here is a genuine first 
iook at what we can expect NU64 to provide, 

Gametek are listed among the first companies signed by Nintendo 
as part of their Dream Team. Bear in mind this is almost an entirely 
new incarnation of the company, whose 16-bit track record hasn't 
been so outstanding. Now the Bay Area division of Gametek in the 
US are headed by designers recruited from key areas in the anima¬ 
tion, and entertainment software industries. Park Place, who once 
produced quality software for Electronic Arts, are among them. The 
development screen-shots here are taken from a video, prepared to 
explain the workings behind the jaw-dropping demo shown at E3. 
Enjoy the feature. 


At this stage, the artist is working with a non-interactive 3-D model. Its purpose is 
to help the artist dictate movement characteristics, using a technique called Key- 
Frame Animation. Here Power Animator recognises key positions of movement 
then smoothly fills in the details. To help refine the movement to look as convinc¬ 
ing as possible, the model is shaded using a light source generated real time. It's 
here where you realise exactly why the model is described as non-interactive: the 
action is beautifully fluid, but even though it is moving in one specified direction 
it's very slow indeed. 


Designers at Gametek base their preliminary 
character designs on actual 3-D models of 
Robotek hardware. Precise measurements are 
taken, then transferred to a Silicon Graphics 
Indigo Extreme workstation. The tool used to 
manipulate the images is PowerAnimator from 
Alias, as featured in NMS #32. At this stage 
the 3-D model comprises of a skeletal frame, 
over which is laid the recognisable form of - in 
this case - a Zentraedi Battlepod. The frame 
created uses a technology called Inverse 
Kinematics; placing constraints on the model 
so that it moves exactly how it ought to. Nerbs 
- curved surfaces - form the outward appear¬ 
ance, and are manipulated as though they 
were clay. The result is an Ultra realistic, nec¬ 
essarily complicated 3-D model on which to 
base animations. 
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Reality is perceived by the eye in three distinct stages: motion, form, then colour. 
In two-dimensional computer graphics the second and third factors are much the 
same thing. When NU 64 Robotek is up and running, the likes of the Zentraedi 
Battle pod, and this REAP Alpha Fighter will look superb. If you've read our 32-bit 
Vs 64-bit feature on page 34, you should appreciate that the gameplay possibili¬ 
ties are just cosmic! 


(ABOVE) Gets your mouth watering doesn't it! 
Bear in mind, however, that this is only a demo, 
running on Indiao. NU 64 could be even better!!! 


(ABOVE) Zentraedi Battlepod and Alpha 
Fighter models. 


(ABOVE) The Alpha Fighter before and after 
the necessary modifications. 


In order to make the Zentraedi Battlepod fully 
interactive, the entire 3-D Nerb surface of the 
model is subdivided into polygons. These are 
required to be triangular for NU 64. The first, 
most faithful interpretation comprises just over 
1000 tiny triangles knitted together. It looks 
great from the artist's point of view, but the 
number is eventually reduced to around 100 
for the sake of gameplay. PowerAnimator 
reduces to polygon count to the lowest possi¬ 
ble average, then the artist rearranges what's 
left into the closest approximation of the origi¬ 
nal. As you can see from the Wire-Frame 
Studies, the final model is quite different. 
However texture mapping allows for any addi¬ 
tional illusion of form that is required. 


YmHUKS YO 


This fast-action demonstration of NU64 power 
is strictly non-interactive. However it may prove 
one very exciting thing - that NU64 may be 
more powerful than we first thought! The 
Indigo Extreme workstation is second to the 
Onyx and its Reality Engine in terms of fidelity. 
Of course we have to wait until the Shoshinkai 
Show in Japan for proof. Meanwhile, brush up 
on your Robotek lore by taking a look at the 
recent Macross series from Manga Video. It is 
the original Japanese series used by Harmony 
Gold to create the Robotek universe. 
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...Adrian Cale at Gametek UK for his kind assistance. 
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It had to happen. Confusion, that is. Three of the 
decade's biggesUseUing coin-ops, pius an incredible 
new-comer from Namco - all for the Super NES, and 
all of them blistering hot. With around £60 burning a 
hoie in your pocket right now, which should you 
choose: Killer Instinct, Weapon Lord, Primal Rage, or 
Mortal Kombat 3? 

Our humble Magazine is ill-equipped to contain their combined 
power! We now have no option but to introduce a new section to 
NMS, with respect to the ever-growing popularity of the Fighting 
Game. To begin, we're highlighting the pros and cons of those four 
superb fighters mentioned above. But from now on, we want to 
here your opinion on what's out there. Is Kl really so cool? Does 
MK3 suck? Were we right about Weapon Lord? Well yes we were, 
but the issue is still open to debate. Address all correspondence - 
tips, quips, boasts, or otherwise - to FIGHTING TALK! Nintendo 
Magazine System, 30-32 Farringdon Lane, London EC1R 3AU. 
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PRIMAL RAGE 


Graphical Style: SGI rendered fighters, elevated above the 
overcrowded sprite-based market. A first, basically. Dramatic 
scaling and rotational effects wooed the crowds in the arcade, 
but these are inevitably missing from the home version. That 
said Kl is without doubt the most stunning example of 2-D 16- 
bit software there is. Remember this is the game some of our 
pessimistic competitors said couldn't be done on NU 64! 

Sonic Impact: ULTRAAAI ULTRAAA! ULTRAAA! Nuff said! 
Accessibility: Criticised for playing too much like Street Fighter 
2 and others like it - which is no bad thing as far as beginners 
are concerned. The ten fighters are varied enough to make 
introductory battles interesting, and a few simple special moves 
thrown into the mix allow for greater excitement to be attained 
early on. Sort of boring at first for so-called pros, though. 

Combo Strategy: ULTRAAA... Okay, so it isn't uncommon for 
players to accidentally reel off an Ultra. It's only a move tagged 
onto the smallest of combos after all. This is bad. However the 
fun starts when players get to grips with post Combo Breaker 
antics, and experimentation with extended Ultras. There really is 
nothing like the feeling when watching an opponent suffer 
under the duress of a >30-hit Ultra. It's even possible to combo 
in the air. Not entirely original, but nuclear fun all the same. 
Extended Play: Watching two good players on Kl is entirely dif¬ 
ferent to watching beginners. Experience teaches you that longer 
combos increases the chances of your opponent coming back 
with a Breaker - so is avoided. Face value isn't too far removed 
from what you get after about a month's play, however. Kl is 
really all show - but that's the best part of it. 

Credibility: Most of the excitement surrounding Killer Instinct is 
due to the amazing 16-bit success story of the Super NES, 
though that's not to detract from the garne^Jglven the choice 
between a Kl cabinet or an MK3, most arcade proprietors would 
choose Kl because it is the biggest crowd puller. Above all Kl 
reminds you of how great fhe Super NES lo'^s, sounds, and 
plays - even by the standards being set by Sega and Sony's new 
machines. 
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Graphical Style: Producer Dennis Harper ih^hded this ^me to 
look very different to any other Fighting Game. Hence Jason 
Leong's inspired character design, and choice of stop-motion 
animation for detailed models. Primal Rag^ the coin-op, is cer¬ 
tainly a great looker. Bitmasters did the best they could to port 
this over to the Super NES, and managed it pretty well. A little 
foggy-looking perhaps, but on a big felly it's fine. 

Sonic Impact: Wilder than Jurassic Park during mating season! 
The Super NES handles the subterranean bass of the dinosaurs 
stomps with relative ease. Sure to shake the dust from the 
shelves of any bedroom, or jostle granny's falsies from her 
gums! Music, though varied and exotic, is deadened compared 
to the coin-op. 

Accessibility: New-comers appreciate the game's brutality 
immediately. A traditional blocking system makes defence 
instinctive, and uncomplicated. Beginners get your adrenaline fix 
here! 

Combo Strategy: Great care has been taken to ensure the 
combo system in Primal is fair as possible. A special Combo 
Regulation routine is written into the game engine which 
reduces the amount of damage caused by successive hits. 

Players still receive the points and admiration from onlookers, 
but the recipient has the opportunity to come back with some¬ 
thing better! It makes for more exciting match all round. Once 
players are used to the button config, combos are easily - and 
inventively - pieced together to devastating effect! There's also a 
No Cheese icon, preventing cheap players from gaining any real 
satisfaction. 

Extended Play: Primal isn't nearly so clumsy as it first*appears. 
As the NMS player's guide reveals, there is much scope for tacti¬ 
cal revision. Neat touches such as the ability to eat humans for 
energy, plus the exploitation of the 'Berserk' state - through 
which a fighter is granted temporary super^power - broaden the 
scope for intense two-player competition. 

Credibility: Primal Rage Is the biggest-iselling corn-op x>f 1994. 

It didn't perform very well over here - at feast not In London - 
but this is mainly cfoe to Super Street Fighter II Turbo X, and 
Killer Instinct drawing the crowds. Now's your chance to find out 
what you're missing, with this accurate conversion overseen by 
Time Werner themselves. 
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WEAPON LORD 


Graphical Style: Conan the Barbarian meets Slaine: The 
Horned God. Simon Bisley was assigned to create the box art, 
which was only to be expected! At first Alvin Cardona's designs 
look a bit rough around the edges, which is strange really 
because they end up looking totally excellent! Once you begin to 
appreciate the intense detail lavished on the largest sprites ever 
to step into the 16-bit combat arena. Weapon Lord really comes 
alive. The individual frames of animation convey immense 
dynamism. 

Sonic Impact: Most striking of all in Weapon Lord are the bright 
clashes of steel on steel, and the nasty ka-chunk of metal 
through flesh and bone. Conceptual designers James Goddard 
and Dave Winstead choose sinister theme tunes to carry the bar¬ 
barian theme. Though the music is generally colossal-sounding, 
there's little variation between feel. It's deliberate, though - like 
it or not. 

Accessibility: The computer is a merciless opponent! Novices 
are likely to find it a harsh instructor at first, so it's best to use 
Versus Mode for sparring. On equal terms, however, it's great 
fun for two players to exploit the outrageous Hack and Slash 
nature of Weapon Lord. Some special techniques are performed 
similar to Street Fighter, though the majority involve holding 
down the button before executing the D-pad movement - which 
feels strange at first. 

Combo Strategy: Fighters' skills in Weapon Lord are well bal¬ 
anced between the extremes. Bane is an easy target, but tears 
into you should you fail. Talazia Is almost impossible to get near, 
but leaves herself wide open after frenzied assaults. The other 
fighters ably fill in the gaps. Between them there is enormous 
scope for tactics, and the rewards for success are spectacular. 

Pull off a combo of three or more hits, the fighter yells, and the 
speed of the game increases! Brilliant! 

Extended Play: Weapon Lord is a treasure trove of hidden fea¬ 
tures. Fighters can damage each others' weapons, tailor cloth¬ 
ing, and trim hair during battle. Admittedly the latter two are 
mere cosrffefl^ but all require skill and knowledge to achieve. 
Beyond the standard leveL,of gameplay, fighters must learn how 
to use Thrust ^locks and Power Deflects to gain the advantage 
before launching attacks. Plus there^a bunch of technlqu^^'^r^ 
called 'Kills' used to finish opponents for good. It takes weeks 
master one of these Ingenious characters,. Longer to learn how 
to work them to their best advantage within the rest of the field. 
Credibility: Both Dave Winstead and Jarrfes Goddard worked as 
conceptual designers on the Street Fighter II 'Hyper Fighting' 
and 'Super...' projects. Dee Jay is all Goddard's work, plus his 
involvement dates back further to Champion Edition. Winstead 
also worked on Slam Masters, and Alien Vs Predator. Naturally 
the pair have taken great care to ensure Weapon Lord honours 
their past. 


Graphical Style: Unchanged since Mortal Kombat: Parte Thee 
Firste. Moves performed by actors dressed in lycra gear, plus 
accessories, are digitally captured. Some are computer 
enhanced to endure mutations and the like. These are B-Movie 
visuals designed to be sexy and shocking, but the backdrops are 
among the best out there. 

Sonic Impact: Mortal Kombat was the first beat 'em up to fea¬ 
ture the dismembered voice of a sardonic commentator. He's 
back again, and the Super NES leaves his repertoire of mirthless 
laughs and tones of reluctant approval untouched. Another first 
for Mortal Kombat was the use of music to heighten tension 
toward the close of a match. It works better than ever now that 
the Fatalities have become a whole lot worse! What's more, you 
can here the blood splats as they hit the floor, and the sound of 
flesh being rent apart. Horrifically good! 

Accessibility: Beginners tend to jump their fighter all about, in 
the hope of'sneaking a jump kick through an opponent's guard, 
like Sqgq's Virtue Fighter, Mortal Kombat uses a button to block 
- which is a weird concept considering there are also four extra 
buttons to work into the game. Could wind up at the infirmary 
having the knots in your fingers loosened! Otherwise it's a great 
laugh. 

Combo Strategy: MK3 is the first in the series to pay this 
important area due respect. Now there's a percentage rating 
system to gauge how many moves players can string together, 
and every fighter has 100% hit potential. Most disappointing 
about MK3 is that the majority of fighters are basically the same 
when stripped of their special tactics - same height, speed, 
everything. Plus combos don't generally involve specials to carry 
out, because they're so damn fiddly. You also need an Intel P6 
to keep track of what's going on! 

Extended Play: There's an Honours Degree's worth of informa¬ 
tion to ingest here. Getting the most out of the game takes 
many hours of revision. After that, it depends on how quickly 
you get bored of the Fatalities, Animalities, Friendships, etc. 
Credibility: After Street Fighter II, Mortal Kombat is the single 
most popular series of beat 'em ups ever to grace an arcade. 
Who's going to argue with an army of fans over a million 
strong! Besides Andy swears by MK3 as the greatest scrap-fest 
known to the games-playing world, and he's the Editor ofjjiis 
yer magazine - geddit! ^ 
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THQ 

SUPER NES 

The licence Is well-old by now but that hasn't stopped THQ 

from turning in a very respectable platform game. It features 

great animation and some 

very speedy action that r — 

successfully utilises all six / i'j 

of the Super NES'but- / ^ 

tons. It's not going to / 

break any any new / . 

ground in terms of orig- / . / 

inality, but it's certainly / ^ 

good fun. f 


ACCLAIM 

SUPER NES 

Batman is back, again, in what is his most graphically stun¬ 
ning adventure yet. That's all thanks to Acclaim's extensive 
use of motion capture technology. The game itself is for one 

or two-players and is a bit of 

^-- I a Final Fight clone but with 

\ bigger weapons. The task; 

^ \ locate the hideout of the 

\ sinister Riddler and give his 
\ ass a righteous kicking, it's 
\ as simple as that. Batfans 
definitely give this 
\ one a go. 
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ACCLAIM 


SUPER NES 


The third instalment of the highly successful, and rather bril¬ 
liant, Mortal Kombat series. So what's new? Certainly not the 
crap storyline, but the again we've never let a small matter 
like that get in the way of a good, hon- 
est scrap, and a good, honest 

scrap is exactly what you get in w 

MK3. It plays at a ridiculous speed, 

is tough as tough can truly be and \ 3 

is guaranteed to put callouses on \ 
your thumbs within a week. Not a \ / ^ 

deep game by any stretch of the \ goia"' ' ? 

imagination, but tremendous fun, \ j 

especially in two-player. We love it! ^ 
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ZOOP 

VIACOM NEW MEDIA 
SUPER NES 


I 



Dazzles your eyes and frazzles your brain into the bargain. 
Zoop is a very simple idea that's turned into a very addictive 
little puzzle game. To cut a long story short, we think Zoop is 
the finest puzzler since Tetris and that's as high a recommen- 


Release schedules, eh! Don't you just love 'em? Just when 
you're told a great game like Theme Park is due out (in July), 
something or other crops up and completely chuffs the 
release date up. In this case it seems to have been the result 
of a bit of reprogramming to make the game even better! 
Well, that's the line we've been handed 
Whatever the reason 
Theme Park now 
seems set for a 
mid-late October 
release, it's a fine 
game And don't 
blame us if it 
back to Move 
all 
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> \cumsju.^b MMimr^ASk ma 
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